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THE SLAVE 


If you ever wondered why it was so difficult to buy an adventure creation system for the 
ATARI computers, wonder no more. THE SLAVE is here. Now look at what 'Dte Slave has to 
offer and start to wonder again - about how all these features can possibly be available in a smgle 

package... 

Your adventure games are written in almost plain English using a truly vast range of 
commands, incorporating everything you could possibly want or need to use now or in the 
future. Save your game in whole or in parts, then use the command compiler to reduce 
everything into a 100% machine code form one-tenth its original size - we challenge you to try 
to run out of memory against these odds! 

With The Slave you’ll define text, room exits, flags and obiects, even sound, from separ^e 
menu driven programs, allowing The Slave to run on any Atari computer - 400,800,XL or XE - 
in ANY size memory. 

Unlike any other system available, The Slave stores all program text on disk, loading it 
only when it is needed. Even your disk space is expanded with advanced compression 
techniques to enable to to store 30% more information on a disk than normal - up to 170K on a 
single disk! 

With your master disk you’ll also receive the Slave Reference Manual. Containing 
comprehensive step-by-step instructions forming a vital part of your system, the manual is a 
well-bound, easy to follow portfolio which can be used as both tutorial and reference matenal 
and contains everything you need to know about creating text adventures with The Slave. 

Also included is an example of an adventure game created entirely with The Slave. You will 
be able to examine a fully-documented program and use all the ‘tricks of the trade’ for yourself, 
all of which are fully explained in the manual. 

If you don’t believe what you’ve read you’re underestimating the power ofThe Slave. Buy it 
and be amazed - The Slave is the first of a new generation of disk-based adventure creation 

systems. You’ll see. Why not see NOW? 

Send a cheque or Postal Order for £19.95 made out to: 

NJ.GREGORY 
8,AGARD STREET, 

DERBY, DEI IDZ 

Trade Enquiries are also very welcome 
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PAGE i> is a users magazine and leti^s 
^nhrely nn readers' support in submitting 
3tffKks and programs Th# aim is (o exploie 
ATARI compubng through ths ewebange 
m formation and 'l^^owledg^l We wlllen-d^ia- 
vour to pay for arbeks and programs where 
appropnate and we hope- that you will gain 
suhsfacfmn from seeing your work published. 

]n lum we hope thal you H*nll learn tram 
amclcs submitied by other readers. All pub 
lished Tnaterlal IS eligible for awards in [he 
Annual Readers' Poll and may receive add- 
Jional Editooal awards as announced from 
IttTie to time in [he magazine. 


All original anicles. programs and 
other inaterial in PAGE b is copyrit^hr of 
the author as credited Ad uncredited 
material is copyright PAGE 6, Unless 
containing the by-line 'All Kighi& 
RescryecT any material In PAGE 6 may 
be re-used by Usur Groups and other 
non-profit making organisations withom 
permission. Permission lo use material 
elsewhere should be oblained from 
Page b or the author Editors of 
newsletters repro-ducing material are 
requested to send a copy of the relevant 
issue [o [he Editorial address ol 
PAGE b. 

Whilst we lake whaiever s[eps we can 
to ensure [he accuracy o( articles and 
programs and the contents of 
advedisemenls PAGE b cannot he held 
liable for any errors of claims made by 
advenisers 
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Editorial 


USER SUPPORT? 

I tKink everybody would agree that Atari is now a totally 
different company from old but curiously there are some 
things which Atari seems to want to carry over* The *old^ 
Atari were renowned for their lack of support and concern 
for their customers and one would think that the present 
company would want to change that. Not so, it seems. Atari 
have recently announced its policy regarding the long 
awaited ROM upgrade to the ST. Anyone who bought a 
machine after 1st January will receive their upgrade free of 
chai^ but those who bought before 1st January will be 
charged £25* Now think about that for a while* The vast 
majority of people who bought machines before Isl 
January were people like you and me, who trusted the Atari 
name, who wanted to support Atari and most probably 
have been loyal to Atari for some time. If it wasn’t for these 
people who bought the early ST*s, Atari may well not have 
made it into 1986. So who deserves the rewards, those who 
trusted and supported or those who doubted and waited? 
Atari seem to think that those early purchasers are not so 
important. To add insult to injury, a batch of machines 
produced last autumn have a Glue chip which is not 
compatible with the ROMs so what do Atari do? Give you 
one free? No, they charge you £18 on top of the cost of the 
ROMs! Thai’s appalling. 

^llianks for the support ....* suckers!^ Is that ready what 
Jack is trying to say? 

THE SURVEY 

Thought you might like to know a few details about the 
readership survey now that the long task of analysing it is 
complete. Firsdy, equipment Not surprisingly, the majority 
of you own an 800XL - over 57%, but a surprising number 
own more than one machine, 34% in fact! The old 800 has a 
healthy following of 22% whilst the 130XE, despite its lack 
of publicity, is coming up with 20%. 16% have400’s and 9% 
600XL’s but only 3% of readers have less than 48k memory. 
ST^s? Very few at the time of the survey, but 26% say that 
they intend to buy one this year, Vtlio says that the UK is a 
cassette based market? An amazing 75% have disk drives 
and 13% do not even own a cassette. Are you listening, 
software houses? Telecommunications are still not popular 
here with only 6% owning modems but a surprise is that 
43% own printers! 

Everyone knows the old adage that the Atari is just a 
games machine, righL^ Well, PAGE 6 readers are out to 
prove that wrong as the majority, 38%, use their machines 
for programming. Arcade games come second with 26% 
followed by Home Use with 15% and the rest fairly evenly 
divided. Overall though with main, secondary and other 
interests taken into account, there i$ a remarkably even 
spread of in teres t, bu t programm Lng still comes a cl ea r first. 
You are a dedicated lot too. 66% rate their Atari as their 
main leisure interest, with 32% indicating it as the secondary 
interest. In these days of wide ranging and easily available 
leisure interests, that is a testament to the attraction of 
Atari computing. 

So how clever are you? 9% claim to be advanced 
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programmers with the remainder split between 48%' 
intermediate and 43% beginners. 'I"hat’s a lot of advanced 
programmers, how about some contributions? Finally, the 
actual readership. PAGE 6 sure gets passed around with as 
many as 12 people reading one copy in some cases! Overall 
the survey indicates a readership of just over 10,000 which, 
combined with the level of dedication, is highly 
respectable* 

Conclusions? Well if everybody who actually reads 
PAGE 6 would subscribe and if each of those ‘advanced’ 
programmers would send in a program or article we would 
have no problem in bringing you a top quality mmthiy 
magazine! But then, these things don’t normally happen. 
Or do they? ^ 


4 PAtUi b-Issuc2l 


NEW MACHINES 


MORE FROM ARIOLASOFT 


Announced ai the Atari Show was 
a new word processing package based 
around the BOXE and prompted by 
the success of Amstrad in this field. 
Initially based on the BOXE with 
NLQ dot matrix printer, floppy disk, 
SO column card and word processor, it 
w'ill retail at £349. I^ter in the year 
Atari promise a brand new 8-bit pro¬ 
duct designed specifically for this 
market. 


HALLEY’S 

COMING? 

From Firebird comes 'ITte Comet 
Game launched to coincide with the 
space probe Giotto's closest approach 
to Halley’s comet. An arcade/strategy 
game in which you must save the 
Earth from the deadly effects of the 
comet’s tail, it Involves several levels 
and many difficulties, including re¬ 
pairing the coffee machine! Price is 
£7.95 for 48k or more Atari's. 


Ariolasoft have recently released Archon II with different battlegrounds 
for earth, water, air and fire and 12 different conjurable monsters. On disk 
only at £12.95, 


Movie Maker is another ‘re- 
release' from Ariolasoft via 
Electronic Arts that has been 
around for a few years but 
w^as never easily available in 
this country. Movie Maker 
allows you to create fully 
animated cartoons, or movies, 
on your Atari and will give 
hours of fun. It comes on two 
disks with several demons¬ 
tration movies included and 
retails at £16.95. 



Also from Ariolasoft comes a new range of home productivity programs. The 
programs have in fact been available for some lime on import but have been 
re-packaged and re-priced to represent excellent value for money, f wo from 
Batteries Included are Pape rC lip, one of the mostly highly rated word pro¬ 
cessors for the Atari, which will retail at £44.95 and HomePak, a combined 
word Processor, database and communications package that will sell for 
£34.95. The third program comes from Electronic Arts and is another word 
processor retailing at £24.95. 


INFOCOM TAKE OVER 


Infocom, who were rumoured to^be in serious trouble last year following 
the failure of their attempted move into the business market, have been taken 
over by Activision, Adventure addicts who might fear that this means the end 
to Infocom's unique style should have no fears as the Infocom team will 
retain its separate product development and marketing operations but be 
able to take advantage of Activision's w orldwide distribution strength. This 
should mean that all those classic Infocom adventures will be even more 
easily available in the UK and, hopefully, at lower prices. In another take over 
bid, Activision have acquired GAMESTAR who have produced some of the 
finest computer sports simulations. Gamestar products have never been 
easily available in the UK but hopefully this wull now change. 




Atari's replacements for the S20ST soon?) - see page 19 for details. 
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and get them right! 


The piogiam listings In PAGE 6 aie prepared carefuEly la 
ensure that they can be typed In a« easily as posilble. Before 
typing any Llstlnga ensure that you are familiar with the use 
ol the Shift and CONTROL and INVERSE keys as outlined 
In your computer manuaL The listing* are prepared to 
match eaactly what you see on screen. Every character that 
you may see In a listing Is Included In the chart below for 
crass reference. By using TYPO 3 you can ensure that you 
type In the programs EXACTLY as they are printed Remem¬ 
ber a single typing mistake may mean a program will not 


WHAT ARE THOSE CODES? 

Each line of a program begins with a special two Letter 
code. THESE SHOULD NOT BE TYPED IN. They are used 
by the program TYPO to check that yau have typed each 
line correctly, IF YOU HAVE NOT ALREADY TYPED IN 
THETYP03 LISTING PLEASE DO SO NOW. The program 
can be used as you type In each line of a program or to check 
an al rea dy typed program. The code for eac h 1 Ln e will match 
but if you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL 
character Incorrectly. TYPO 3 cannot check If a line has 
been missed so if you have problem* In running a listing 
countthe lines in the program and ensure none are missing 
If the TYPO codes match and the program still does not run, 
LIST it to cassette or disk using LIST *'C:'^ or LIST 
filename”^ switch off the computer, re-boot and then 
ENTER the program using ENTER “C:^' or ENTER 
filename”. Save this version Ln the normal way. 

HOW TO USE TYPO 3 

L Type in the Listing carefully for although yt^u can use 
TYPO 3 to check Itself (see 6 below) it may not work if you 
have made mistakes. 

2. SAVE or CSAVE a copy of the program. 

3. Each time you want to type in a program listing RUN 

TYPO 3 /j rsr. The program will Install a machine Code 
routine in memory and then delete Itself. Now type In a line 
as shown in the m agaz ine ng rbe t lvd Zeller co de a nd 

press RETURN. 

4. A two letter code will appear at the top left of your screen 
If this code matches the one in the magazine carry on and 
type the next tine. Note, the code will nol match If you use 
abbreviations. If you prefer to use abbreviations LIST the 
line srou have lust typed move the cursor to that Line and 
press RETURN. The code should now match. 


5. If the code does not match, use the editing keys to correct 
the line and press RETURN again. Repeat If necessary until 
the codes match. 

6. To check a line you have already typed LIST the line, 
place the cursor on that line and pres* RETURN. 

7. When you have finished a listing |ust SAVE or CSAVE It 
In the normal way. 

You can type In a program without using TYP03 and then 
check ll by SAVEIng or CSAVEing a copy of the program, 
running TYPO 3 and then LOADIng or CLOADlng your 
program and proceeding as In step 6 above. 

Always SAVE of CSAVE a program before running It and 
always use TYPO before telling us that a program will not 
run. 

il 1 Ben WMHMW W1 I 

AL 2 REH « IirPO III ty olt£ a*nson * 

* June lias * 

'S.A S HEH A A praofrFAaer fur 4HT1C and » 

A PACE a on TYPD II w 

M pufalishFd by ARTIC neypitn* « 

EL * ftfH ■■■AWM d WMWWWMMMMWW W H A MAIiMWP W M 
raa GRAPHICS « 

HG lie FOR I=1S3« TO ITTItRtaft A£CK=CK+A: 

POKE I,b:HCHT I 

CS IZA IF CKO^erSS THEK ? "Error in DATA 
stAtFM-nts - ChFLh Typi>ns"tEAP 
vn no AsuSRCLSisJ 

VT 140 ? ''TTRD lit up and running"; 

HEH 

MA leee data ifl4,i60,a,las.is,lai.AS 

nc 1010 DATA ;4»,SjJA*,zee,200,192,36,zoo 
OB 1020 DATA 242,96,200,169,Z)SI,26,I 
RH 163A DATA ZSD,169,6,163^26,I,16Z,0 
RH 1040 DATA 109,Zin,167j79,6,232,224 
TO 1660 DATA 16,200,246,169,93,141,03,6 
KC IBAB DATA 169,6,141,64,6,173,4,220 
EU 1670 DATA 1,0,141,9S,6,171, 5 ,220 
BH lose OATA 106,0,141,96,6,169,0,162 
HR 1A90 DATA 3,149,263,202,16,261,96,0 
ZR 1100 DATA 0,«,a,B,6,0,0,a 
ID 1110 DATA 6,0,6,D,0,0,12,94 
JH 1120 OOTA 6,6,72,^161,169,240,66,230 
TV me DATA 203,133,209,136,72,169,0^ m 
TH 1140 DATA 266,162,6,10,30,266,6,2*9 
Hf IISO DATA 144,7,24,101,263,144,2,236 
HI 1166 DATA 264,263,266,239,133,207,24,1 
65 

TH 1170 DATA 264,101,267,133,204,165,264, 

101 

AU 1146 DATA 200,133,205,165,206,1«5,6,1I 

3 

MH 1190 DATA 206,104,170,164,40,96,134,72 
HR 1266 Data 182,72,162,0,134,207,134,200 
EF 1210 DATA 166,24,6 Z6d , J6 , |64, IB , 260 
CA 1226 DATA 34,207,34,206,46,165,267,233 
TH 1230 DATA 164,170,165,206,233,2,144,4 
5K 1240 DATA 134,207,133,264,134,264,227, 

162 

CB 1346 DATA 4,168,267,133,264,165,204,6 
MH 1240 DATA 204,42,201,24,144,4,233,26 
HD 1276 DAtA 230,204,202,264,242,133,205, 

169 

BC 124# DATA 128,145,40,200,192,40,269,24 
9 

HU 1296 DATA 169,264,164,140,140,3,144,64 
DA 1300 DATA 165,245,24,165,161,260,14S,8 

4 

HD 1310 DATA 32,69,4,104,164,76,153,6 
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PELETE 
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Readers firrite 


Dear Les, 

1 have iusi up^aded from my old faith¬ 
ful I^OO to a nOXH and XCII recorder^ 
Llnfortunalcly the 130XE died on me after 
a short while so 1 hooked uf the XCII lo 
my fiOO. For the benefit of others w ho may 
do likewise I would like to warn you of 
three fairly major pmblems 1 encotinlereii 

Firstly^ the tape counter runs off of the 
rewind spool so tapes with several pro¬ 
grams on which were recorded on the 410 
will not have the same digit counts. Secon¬ 
dly, the playback tones cannot be heard 
through the fV speaker and finally you 
must disconnect the XCII fn>m the com¬ 
puter in order to get any sound from a pnv 
gram once it has loaded. 

The last one had me puzzled for over 
two hours until I solved it so I hope this let¬ 
ter may help others in a similar spot. 

A. Pullinger, 

Brentwood, Esseit 

/ /raiJe not tried one of (he new recorders 
yet but have one on order so I wi// icst out 
these problems. The last one seems rather 
odd and if it happc7ts on all 400/SOO models 
could be a real pain in the neck for anyone 
tchosc old 410 has died. 


Dear Les^ 

I have iust finished typing in Block- 
breaker from issue 30 and as I don’t own 
any paddles I wonder if you could print a 
joystick opt ion. At £10 a pair 1 don’t think 
it is wt>rth paying out for just one game, as 
good as it is. 1 am sure a number of other 
people would appreciate it, 

Keep up the gwid work which you put 
into running a true dedicated magazinc- 

Faul Barker 

Dave Hitchefis who wrote Blochbreaker 
included a joystick routine in his initial ver¬ 
sion of the game but found it almost imposs¬ 
ible to play JO converted it fo paddles^ A 
^reai number of readers have asked so 
maybe Dave will let us have a joystick 
routine which me vfill gladly publish, with 
the prot^iso that it may be very difficult to 
piay\ In the meantime, if you want fo 
play the game and don 'f have any paddles^ 
try a Touch Tablet! It works to a degree 
although you might end up throwing away 
yowr touch tablet and buying some 
paddles! 


Several readers have commeiited on 
the lack of a Letters page in recent 
issues, so we make amends by re¬ 
introducing Readers Write, If you 
have any interesting letters for pub¬ 
lication please write to READERS 
WRITE, PAGE 6, P.O. BOX 54, 
STAFFORD, ST16 IDR* 


Dear Les,* 

Now^ that the prices have come down 1 
have purchased a 1050 disk drive and 1029 
printer hoping that all my problems would 
be solved. Of course this has not happened 
due partly to my ow^n ignorance and partly 
to the appalling documentation that 
accompanies the hardware. For instance 
the 1029 comes with a firee A lari writer 
*and manual" but nowhere does it say that 
the ‘manual’ is on the back of the disk! 

Now for the problems. 

1. The 1029 tKHjkletsay that if Prim Menu 
shows 1027 as an option then it also fully 
supports The 1029 and to key in 6 as the 
option number. Well mine does show the 
1027 but keying in 6 does nothing, I can 
only get it to print by keying in 1. 

2. Having printed the Atariwriter manual, 

I find it constantly refers to a Quick 
Reference file. 1 haven"! got one, do you 
know how I can get a copy? 

3. I keep reading warnings of the dire con¬ 
sequences of using Master disks and have 
the refore copi cd my DO S 2.5 di sk success- 
tully but every time 1 try to copy Atari- 
uxiter it throw^s Up an error code 144 and 
sends the 1050 into a spin. Any 
suggestions? 

Sorry this letter is So long but I hope 
your answers will help other readers. 

Alan F. Horner, 
llailsham, 

1-asi Sussex. 

/ can’t help on the Print option 
problem as I don’t have access to a 1029 but 
it does seem strange to use the 1027 mode as 
that printer cannot use many of the special 
functions of Atariwriter, The Quick Refer¬ 
ence (Juide came as a separate sheet with 
the 0 riginat Ata riteriter R OM. If it is not on 
the disk under QUICKRRP, or something 
similar, I doubt if you will be able a 

copy. As regards the problem of copying the 
Atariwriter disk, it sounds as if Atari have 
copy protected the disk which seems rather 
odd for a program given azeayfreer You p ro- 


bably can copy the disk with a copying 
wfiVif v but ijj you will have to buy one it 
rather takes away the benefit of free’ 
software^ 

This letter highlights the desperate need 
of many owners far information on the 
1029u If anyone can write a good definitive 
article on the 1029 or can provide a good^ 
fast screen dump utility^ we will publish it. 
aiTirh such a low price there are now thou¬ 
sands of I029’s about with very little 
support. Someone must know all about 

the 1029? 

Dear Sir, 

Please could you tell me if it is possible 
to save your I’YPO III to tape. I have tried 
three times to do so after t>T^ng it in and 
getting *Typo is up and running’, yet when 
I type eSAVE, although it appears to save 
nothing happens when 1 CLOAl). 

A.Joyce, 

Oakham, Rutland 

I am afraid you have highlighted the most 
, common problem beginners have with 
magasine listirtgs which 'zeon’t run', you 
have gone ahead and run the program 
without reading the instructions. Read the 
instructions again and you will find that 
they State quite clearly that after typing in 
the program, you should SA VE or VE 
if. If you run the program first it will delete 
itself and therefore you will no longer have a 
program to save! The majority of pro¬ 

blems with listings would be avoided if only 
readers could contain themselves and read 
the instructions before running the 
programs. 

l>ear Sir, 

My television has a socket on the back 
w^hich is a 31 pm Euro-Connector (SC.AltT 
connector) and 1 have been trying to buy a 
lead for my 8f)0XL w^hich will enable me to 
use the monitor output of the computer on 
my television through the 21 pin 
connector. 

Does anyone know where 1 can purchase 
such a lead? 

R.Fiolmes, 

Wolverhampton 

/ am not even sure if this connection is 
possible. Usually a simple connection to a 
composite video and audio input will suffice. 
Does anyone know the answer? • 
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Spe^al Report 



mainly write software for the ST, there ts For the ST programmer a host of 

still a large market for S-bit software and languages was available:^ such as Megamax 
will be for the forseeable future. To prove C, a full K&R implementation (£1^9) or if 

that ATARI have faith in the XUXE you care to wait for two months you could 

range they will introduce an 80 column purchase their beginner^s module, 

card, 3.5" mini drives and mouse driven COBOL (£99), FORTRAN (£249), Fast/ 

software. BASIC-M (£49), all from Philon, Fast 


Mark Hutchinson 
gives a 

personal view 

After a long tiring journey to Ham¬ 
mersmith 1 was looking forw ard to a quiet 
conversation with EUingham of PAGE 

6, and renewing acquaintances from the 
FCW show last September, After all, the 
first day is bound to be a bit slack with 
lots of people at work or school How 
WTOTig 1 was. 

Coming into the main exhibition suite 
was like entering an oven. The place was 
packed, I never had a chance to speak to 
anyone. All 1 could do was wander around 
gazing at the stands and taking notes of 
where to visit later. Six o’ clock came very 
soon and 1 was glad to get back to the 
hotel to rest my feet. 

Saturday dawned bright and clear. 1 
arrived a good hour before the show 
officially opened. I’his gave me time to 
meet old friends and introduce myself to 
some new ones. 1 also had a chance to 
look over the exhibition in peace. 

The largest stand was, of course, taken 
by ATARI themselves. On display behind 
the glass w^ere the full range of ST, S-bit 
and, surprise surprise, two VCS units, 

'Hie main interest was the KHOS'TF. 
1024K, built in IMH double sided drive, 
OS in ROM and built in power supply. 
With an SM124 monochrome monitor, 
ATARFs RRF is £919 (including VAT). 
"Power without the price" has become 
real power! 

BEHIND THE SCENES 

l,ater in the day came a software ven¬ 
dor's meeting where the reason for the 
VCS units came to light. Again the ST 
was the talking point, but Sig Hartmann 
from ATARI went lo great pains to 
emphasise that the company would be 
backing ALL models, llie VCS had made 
a comeback and the K-bit system was to be 
thoroughly supported. It was pointed out 
to the people present that, although they 


Next foliow^ed a dissertation on the ST 
and the new^ 32 bit machine. 'The main 
topic in the media at present is network¬ 
ing (getting computers to talk to each 
other)* ATARI are looking into this and 
work is progressing on various V'f 
emulators. Also mentioned (and taken up 
at question time) was the future introduc¬ 
tion of a graphics co-processor chip, the 
"B litter’ chip, allowing graphics to run up 
to 6 limes fasierJ And talking about speed, 
April is the expected date for Activision to 
launch a CD ROM player for S999. 

'There was also a lalk about the 33 bit 
machine which will be using an M6S000 
family processor chip. 'Hiis will be the 
even more powerful 68020 which has an 
instruction cache to allow small loops to 
run very fast. It can act as a co-processor, 
allowing the instruction set lo be extended 
by additional chips; it includes an instruc¬ 
tion for moving blocks of data between 
address spaces and a 33 bit external data 
bus. All this using UNIX! 

BACK TO THE SHOW 

After The meeting ii was back lo the 
show where I was given a free copy of 
Micro Mart magazine. Whilst not 100% 
atari, it is a go€>d medium for buying 
and selling second hand computer equips 
meni. Just around the corner was the ^Rcd 
Rat’ stand. They were showing some 
demo screens drawn with ‘Technicolour 
Dream’ (£12.95, disk or £9,95, tape), a 
drawing program ihal will Ici you use all 
256 colours, at once. Needless to say the 
demos were superb. A review of ibis pro¬ 
gram will appear soon. A follow up pic¬ 
ture disk will soon be available for £3.95, 
Red Rat have obtained ihe rights for ITie 
Search, the graphic adventure game that 
you may remember advertised in PAGE 6 
issue 4. lliey arc also selling Shool-Fm- 
Up and Computer Command as one pac¬ 
kage, all in ihe budget price range of £5.95 
(disk) and £3,95 (tape). Also on show was 
'Screaming Wings’. Close by was an 
opportunity to upgrade the 530S1 to 1 
Megabyte for only £99.99, or 2.5 
Megabyte for £4(KJ. Or you could have a 
3.5” drive for only £99, all Irom AS'L 


Basic from Computer Concepts (£89.90), 
Modula-2 from TDI (£99) which, 1 have 
been informed, is the easiest step to ST 
programming for beginners to the ST and 
something I hope to look into very soon. 

GST were showing GST C (£59.95) 
with its marvellous text editor which ST 
owners will recognise as Fii^t Word. Free 
with their C compiler Is a fractal 
generator* ITiis is based on a simple 
mathematical formula (you do not need to 
know any maths) that will create some 
stunning graphics. Later, perhaps May* 
GST will bring out First W'ord Plus, a 
combination of mailmerge (1ST Merge), 
spell checker and a graphics routine 
(Snapshot) which allows you lo include 
pictures with your letters; worth waiting 
for. ANTIC magazine were displaying 
CAD-Sn from Tom Hudson of ANALOG 
magazine, and Cartographer. It would 
have been nice to have had some demo 
screens to let you see these programs, but 
time did not permit. 

THE MOST VISITED STAND 

T o my mind, the most visited stand had 
to be Llamasoft- A practically permanent 
display of Colourspace was performed by 
Jeff Minier who made it all look so easy. 1 
had never thought much about this pro- 
gram uniil I stood, encapsulated by a huge 
crowd, listening to 'Stairway lo Heaven’ 
and being entranced by the graphics from 
the hand of an expert. 

1 am sorry that much of this report is 
about the ST’, bui most of the stands 
involved S'l products. If you did go for 
the 8-bil products you would not have 
been disappointed. T’hcre were bargains 
galore to be had. For instance, Eliminalor 
or Sea Dragon at £1-991 ! wanted to see 
whai else was available at this stand but 
could not get through the crowds. 

1 met one or two FAGF. 6 readers dur¬ 
ing ihe show and I hope my .American 
friends write lo me to lei me know how 
the printer worked out. All in all, I had a 
great time. Tiring, bul enjoyable. I ItKik 
(brward lo being at the nesi A'l AKI 
exhibition where I htjpe lo iiicei more 
readers (did I miss you Slanr). 
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msHow 


First the verdict. An asloni.shing success 
with an attendance of over 1+ 1 XKKI that 
exceeded the Ainstrad Show and surprised 
both Atari and Database Publications and 
virtually every other exhibiior. Some com¬ 
panies were overwhelmed by the attention 
they received and others such as Com- 
pumart must surely have set up world 
records! As a company renowned for 
discounted hardware they brought loPs of 
extra stocky enough for three days, and 
promptly sold ii all on the first dayl In 
fact they had sold over 60% a mere one 
hour after the Show had opened! You can 
be sure that there will be another Atari 
Show' next year and there may even be 
something special later this year 
So now for the roundup. To be honest, 
the PAUh 6 stand was so busy that I pro¬ 
bably saw less of the exhibition than any 
of the paying visitors but I grabbed hall an 
hour late on Sunday and made a whirl¬ 
wind tour picking up all 1 could find. I 
only wish that 1 had had the time to talk 
to some ol the exhibitors but 1 am sure 
that what I did pick up will be of interest 
10 all those who did not attend and act as 
a product reminder to those who did. 
Despite what others may tell you, there 
were in fact more exhibitors in the S-bit 
hall than in the S 1‘ hall although many 
were showing products for both machines. 
Lei's Mart with the stand right in front of 
the main dtH>r. I his was occupied by 
COMPUMART, a shrewd move, for as 
[iieiiHoned above the stand was virtually 
empty alter the first day! 

THU ST HALL 

I'hi-s .side was actually the S'f hall so to 
the right was HABA SYSTEMS who 
liail, 10 my mind, the most original and 
eve-eaiehing of all the stands set up as a 
lugJi clasH executive ollice with red and 
jiine luniiiure. On show was the latest 
Lj^Khtie ol I ialnaWriter, ElabaDex and 
] lahLiWiei'ge and [heir 10 Mb Hard Disk. 
Also a pre release version of a new 
dijiatuse ctiLled llabavicw together with 
Millie other American products to “test the 
WaleF. 

KUMA (COMPUTERS, alongside, 
haN.1 their range ol K-SPRFAD, K-SFK.A 
aiul K-RAM with deiails of other titles to 
eoiiie very shortly - 

K t IKARII and others, all in newly styled, 
very nniart packaging COMPUTER 
<^<>N('EPTS were previewing a new 
RASIC lor [lie S i culled FAS I HASlC 


and were really testing the market for a 
launch later in the year. MEGAMAX 
wfcre primarily showing MEGAMAX C 
stated by many to be the best C around 
and talked of an introductory'’ C package 
for beginners later in the year. Another C 
producer, GST were alongside with GS'E 
C reviewed in the last issue and a new 
FRACTALS program given free at the 
show to artyotie buying a Compiler, 
METACOMCO are already w'ell known 
to many ST owners for their early support 
of the S f and had three powerful pro¬ 
gramming languages available, tkiese 
were MCC Assembler, MCC PASCAL 
and Lattice C, Also on their stand was 
TDI's Modula'2, a language rapidly being 
picked up by many new developers. 

PHILON UK had a series of‘FAST’ 
Compilers including BASIC-M, C and 
FOR FRAN plus an introductory BASIC 
called HENRY'S FUND AMEN I’AL 
BASIC which acts as an introduction to 
the more advanced RASIC-M. 
CASHLINK SOFTWARE w'ere demon¬ 
strating their CASHLINK ACCOLN1S 
along w'lth a new package specifically for 
Hoteliers, CASHLINK has been around 
on other computers for several years and 
is highly regarded- It could be the ideal 
accounts program for the small business^ 
man with a price less than half you would 
be charged for the same program on the 
IBM! PROSPERO SOFTWARE 
specialise in languages and had PRO 
l'ORTRAN-77 alongside l^ASCAL. 

THE 8-BIT HAC.L 
(with ST thrown iiiJ) 

Although there were many producers of 
S'f software here there w'as pleniy to 
interest S-bii iiwners although it must be 
said that there was nm a vast number of 
new products. .Much interest centered on 
rclaileni who were discounting software 
right, lef[ and centre and there were some 
incredible bargains to be had. 

I jet’s round off the ST eoverage first. 
FIRST PUBLISHING had, until they 
sold out, some of the ABACUS books on 
the S1’ which were remaikably com¬ 
prehensive and, whilst obscure in places^ 
would prove invaluable rek-rence guides 
to those who wish to study the S'l' in 
Llepih but not necessarily to other users. 
SUNSHINE BOOKS had a couple of 
UK produced S F books and MIC¬ 
RODEAL nearby had a whole host of 
utilities and games for the S I licensed 


.... and 

Les Ellingham 
presents 
a round up 

from Michtron in the U.S,A, but unfor¬ 
tunately I did not get the full details, 

LL A.MASOFT showed 
COLOURSPACE for the ST all day, 
every day, with Jeff Miirter giving con¬ 
tinuous live shows to heavy rock music 
and very impressive Ie was too. 
COLOURSPACE on the S I is one step 
ahead again from the original Atari ver¬ 
sion and is the only program to put the 
computer in the same class as a musical 
instrument yet remain accessible to those 
who cannot play music. Definitely unique! 
PS YG NOS IS impressed more people 
with BR.A rTAC.AS and LE\'EL 9 
apparently pre-viewed their first SI’ 
adventure, although I did not see it 
despite being on the stand next doorJ 

One of the surprises of the show was 
the attendance of ANTIC MAGAZINE 
from the Slates who previewed some of 
their coming ANTIC CATALOG titles 
for both the S I and K-bii machines. Com¬ 
ing from AN ric for the ST are C AIT 3D 
by Tom Hudson who wrote DEGAS 
which gives remarkable 3D drawing com¬ 
patible w'ith 1>EGAS, a game called RLl> 
ALERT, one of the first Expert Systems 
for the ST, EXPERT OPINION, a GEM 
based terminal program called ELASH 
and a program to create astrology charts 
w'hich can be printed out. Iliis is STAR 
S ri 'CK All sounds great, if only ANl IC 
could fion themselves out distrihntion 
wise and finally get these products to the 
UK. 

AND NOW (AT LAST) THE S- 
BITl 

RED RAT SOFTWARE showed 
I'cchtiicolour l>rcitm with some remark¬ 
able demo drawings just to prove that S f 
graphics have by no means killed off theii- 
bi[ machines. I hey are also re-introducing 
some early games in a budget range as 
mentioned hy Mark 1 luichinson. 

tkher new products catne from D & M 
continued overicaf 
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ATARI SHOW from page 9 

SOFTWARE with SUPER 3D PLOT- 
I’ER It, a very fast program for designings 
rotating and scaling 3D objects. Although 
most people would use this just for fun, D 
& M claim that they have one customer 
who designs kitchen layouts with this pro¬ 
gram to show customers diffcnfnt views of 
their dream kitchen! Sounds good, it cer- 
tamly Looked good. introduced 

the first of their new range of titles for the 
8-bit machines with The Family Game, 
The Opera House and others. All at a 
budget price with many more titles prom¬ 
ised. CDS SOFTWARE had STEVE 
DAVIS SNOOKER plus several budget 
titles from Blue Ribbon Software which 
were previously shown at PCW. 2-BIT 
SYSTEMS brought along only enough of 
their SOUND SAMPLERS to cover their 
costs only to have them virtually snatched 
out of their hands] Another company who 
wished they had brought more with a pro¬ 
duct that caught everybody's imagination. 

As 1 have said, most of the interest for 
8-hii users was in the opportunity to see 
and buy software that they may have only 
read about or found elusive m the past 
and many visitors went away with bargain 
purchases, SILICA SHOP must have 
moved their entire shop to the show with 
a huge stand featuring just about every 
product you could think of and there were 
many discount suppliers and retail shops 
that ] had never heard of selling both 
hardware and software. 

Things are definitely looking up in the 
Atari World and you can be sure that all 
the exhibitors went away with tales of 
success which will surely encourage even 
more exhibitors for next year. I hope that 
this will give software developers the push 
they need to produce more for Atari and if 
any of the non-Atari distributors came 
along with their eyes open then 1 am sure 


UPDATE 


ATARI SPEAKS (ISSUE 19)t A few errors crept into 
the article on building your own speech synthesiser* 
A4any thanks to John Yeeles for the following 
information. 

1.14 PIN DIL Socket should be 8 PIN DIL 

2. 3.7268 MHz CRYSTAL should be 3.2768 MHz 

3. Polarity of Cl is not shown on Figure A +ve 
should be to the +5v line as the circuit diagram. 

In addition, John suggests moving RVl closer to the 
edge of the board to use it for mounting in a case* 

SECTOR 10 (ISSUE 19): The boot program will not 
run from cassette with the listing as printed. Change 
some DATA in line 210. The Slh and 6th DAl'A state¬ 
ments which are currently 255,31 should be changed to 
0,32. 

TWO C^s (ISSUE 2D): The final two paragraphs on 
page 17 under the heading HIPPO C belong of course to 
the GST C review. I am sure most of you spotted but 
apologies to Matthew Jones and to all who are mightily 
confused! 

GRAPHICS WORKSHOP (ISSUE 20): Several 
readers reported that the program would not run on cer¬ 
tain machines even from the disk issue of the magazine. 
No problem with the listing is known but it appears that 
RAM must be clear for the display to appear properly. 
Make sure that you have not run another program 
beforehand. 

BLOCKBREAKER (ISSUE 2D): Several readers 
phoned or wrote to say that the joystick wouldn’t work. 
Please read the intro, it doesn't use a joysiickf 



If you find any bugs in the listings in PAGE 6 
and have been able to solve them please write in 
with your solution, it may help us to help others. 


LIVERP<K>L (48K) 

in li JbotbaJJ msuHipir pmr fdr ihf Aun, 
juturing varying skill vkI sUunmv levi^ 
9CH1U pqwm, Lnjuria, team iind ticUcs 
Sclpciioci, Ciil] kague ubic, managenQl ratijig 
anJ fBciLiiy. 42 [.eague 

season ptwi F-A-, .SfliUt, and KueofKsn Cupa. 

Disk v^rAiOA ha& 4 divulonL, mcDme, 
^xp^ndicutie, iruuffl tnarkci, prcmcridon, 

U.E.F.A. wd Cup Winnen Ciipf 
in addition to the cisKite fcalures, 

(D> £14.95 (fi> £9.45 
SPECTRUM <C) £8.45 


WORLD CUP 1986 (4SK) 

.Vlanagr the cotmiry and sfjfuad of yvur 
choke ngbl ihrou^ tht hnals. (ianu 

lectures todude scouls npum, ceain sfkc- 
lion, FULL taetks Bclectwm -(what l3t> wc do 
wiLti our comrrsv should we play * 
how do we dclend agunst their frvekklu 
etc.), booldn^ secuUngs off, sv$penjiuM£, 
injuries, subs.tilules, eitra time (in the knoc¬ 
kout n^unds), penally ouls, FULL 
MATCH COMMENT.ARY 
and.GOALS! 

<D} £7.99 CC)£7.49 


PJVL CorbisMey, 212t Old WaLmertlcy Road, Bufy, BL9 ffSA 


presetifs 


SlT^oath colourful, rinachme-code t 

TiaCfl Your Bets (atiNty - 10 race catds. "ATARI USLR OCT. Si 

eankroM Tioi, Iradi: Enquiries ivelcotiie 


• XL & XE 

raiCECS.99 disk/ £7.99 CASSETTE. BASIC REQUIRED 
s io Anvil Softwar*. 2S8 Hkih St, Ot. Wakarino. E 


we will see a great and continuing revival 
for Atari over the coming year. 

I'.S. I haven’t mentioned the PAGE 6 
stand because you simply couldn’t get 
near it! • 
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DIRECT AMERICAN IMPORTS FROM OUR U.S.A. BRANCH 

PLUS 



BULLETIN BOARD WITH PUBLIC DOMAIN DOWNLOAD SOFTWARE 


“A WHILE STOCKS LAST! 

When you purchase a 520 ST from us 
FREE accommodation for 2 for up fo f7 n/g/rfs 


HARDWARE 


hotels 


in a selection from 60 


» Full XL rar^ge A 

k * fJO KE's ^ 

^ * 520 ST*s 

* Epson printers 

* Interfaces * Modems 
Full supporting peripherals g 
Full service support etc 1 


AH you have to do is pay for your meats 
7 and ENJOY YOURSELVES ^ 


SOFTWARE 


tf tt*s availablef 

we have it lit 

* Arcade 

* Adventures 

* Educational 

* Utilities ^ 

All latest titles ^ * 


Ring us last & A 

check our prices ^ 

Out of office hours j 

check our bulletin board 

f 

^ for latest imports direct 
from our USA branch 


33,ORMSKIRK ROAD MAIL ORDER.. (0772> 27236-lOJOOam - 6:00pm 

PRESTON BULLETIN BOARD ■ (0772) 27236 • 6= 00pm - 9:00am 

LANCASHIRE 
PR1 2QP 

TEL: (0772) 21474 


VISA & ACCESS WELCOME 


















































































































































































































































New: Pros per o's professional language 
compilers for the Atari 520ST 


PRO PASCAL & 
PRO FORTRAN-77 
FOR ATARI 520ST 


Pro Paijcalis validaicd lo ISO 71S5 J' 
Class A (no errors) on ihc ZfiO processor ^ 
\ under CP/M and the SOBS processor under J. 
|r PC-DOS. This provides a guarantee bJ 
S that the compiler is complete J 
/ and works perfectly. ^ 


NO BUGS 


[deal for 

- Atari software developers 

- schools and colleges 

- students of computing 

- development of personal skills 

- solving technical problems 
* training institutions 




All files clo.aed on 
exit from procedure 


Producer compact 
effreierrt code ;;; 


Compilers include: 
compiler, linketj 
run-time libraries, 
librarian, 
X-ref program, 
sample programs, 
200 page manual 


Single end double precision 
iEEE format arithmetic pives 
7 or 16 digit precision 


At F^ospero we specialise 
in writing language compilers. 
We produce the best possible 
compilers* conforming to the 
appropriate standard, and giving 
programmers a secure base on 
which to build. 


^REVIEWS & INFO^ 
Call 01-741 &531 fora 
free info pack with data 
sheets and magazine 
reviews! 


'Pro Pascal is not only ISO-validated 
it is also a superb-quality and very 
full software development tool," 
Personal Connpuler World Nov 1985 


Also avnilahle from Atari 
specialists & distributors 


It’s easy to order! 

Credit card holders phone 01-741 8531 
Access, Visa* Diners & Amex taken. 


Compiles big programs 
>10000 lines... 
>1000 ide^nUTiers... 
Separate compiEation 
L'j bjtld libraries and 
massive pmgram suites 


Send this coupen with cheque lo Prosperc? SoOware, 
190 Castelnau, London SWtl 9DH, England. 
Post free in UK - add 15% VAT, 

Overseas orders no VAT - add £3 post and packing 
Allow 28 days for dclivery. 

Please supply copies Pro Fortran-7'7 at £129 

Please supply ___ copies Pro Pascal at £129. 

(Atari 520ST) 1 enclose payment for £_. 


Prospero Software Ltd 

190Castelnau, London SW13 9DH 
England. Telephone 01-741 853L 
Telex 8814396 PROSOFG. 


Used at 50tX) sites 
around the world 


Telephone no______ 

In case of query ring 01-741 8531 or lelex 8&M396 




% 

iVrv. 



PASCAL 

- 4 - 

FORTRAN 

INTERUNKABLEOBJECT CODE 

























































































































































































































































































































































































































































































































































Prospero Software has announced the availability of Pro 
Fortraii-77 for the S i’. Although primarily of interest to 
professional programiners and developers it i$ likely to pro¬ 
mpt a new generation of software for the ST, Pro Fortran- 
77 will enable developers to recompile existing mini and 
mainframe soft ware to run on the ST and should open up a 
whole new area of softw’^are such as CAD/CAM for the ST* 
For further details contact Andrew Lucas of Prospero on 
01 741 853L 

New software from Mirrorsoft due later in the year - 
HIGGLES based on the film to be released this year* 

Due to be released at the end of March j although seen only 
in demo form at the time of writing is a superb adventure 
called The Pawn from Firebird. From a graphics point of 
view, this is probably the finest graphics adventure to have 
been released for any home micro with ‘pulldown^ pictures 
drawn with Neochromc of such detail that they will take 
your breath awayf. No filled in line drawings or‘computer' 
style pictures on this one, what you have is a series of true 
pain t i ngs to il lus tra te various stages of the ad ven ture. I’hey 
tell me also that it has one of the most advanced parsers as 
well. It should retail at £34.95 and, if the demo is anything 
to go by, will be an essential buy for anyone interested in the 
‘state of the art\ 

Already widely reported elsew^here are AtarPs new ST 
machines launched at I'he Atari Show in March. Ilie 
1040ST has 1Mb of memory with a built in 1Mb drive and 
retails at £919 for a mono system or £1149 for colour. 
These prices are slightly higher than might have been 
expected but who knows w^hat will haj^pen when the Amiga 
is launched? ITie ‘low end‘ machine is the 520S I’M which 
is the old 520ST with a TV modulator to allow it to run, in 
40 columns only, on a normaI I V, Strange beast this one* U 
retails at £399 but you will need a disk drive to use it for 
anything other than a straight telecommunications ter¬ 
minal which will set you back another £150 so it is not quite 
as cheap as it seems. Still add an Atari mono moniior for 
£150 and you have a £50 discount on the old (and now 
defunct) 520S r. 

DEGAS, review^ed last issue, is now^ available through 
A riolasoft (t hei r rev lew copy arrived jus t afte r t he review of 
the ‘imported’ version had been written) at £39*95* Ariola- 
soft are ‘delighted' at the response to their first ST product 
and so they should be for DEGAS is a fine program. Bat- 
leries Included promise more enhancements to the pro¬ 
gram which w^ill hopefully come to the UK via 
Ariolasoft. 



ATARI ST GEM Programmers Reference 
ATARI ST INTERNALS (The authorita¬ 
tive insiders guide) 

Published by Abacus Software 
Distributed in U*1C by First Publishing 
Reviewed by Matthew Jones 

ATARI ST IN fERNAL^S and A fARl ST GEM Pro¬ 
grammers Reference are the firs tt wo books to be published 
that claim to be ‘technicaf manuals, rather than guides to 
using the desktop et al* As such I bought them as soon as 1 
saw them at the Atari User Show in London, hoping that I 
w^asn’t just buying a pair of lemons. 

The introductory sections of each book, especially the 
GEM programmers guide tend to waffle on, and, in 
general, are somew'hat inaccurate. Not too inaccurate, but 
enough to annoy. For example AES is said to stand for 
Application Environment System, whereas DRI, ATARI 
and the rest of the world understand it to mean Application 
Environment Services. Fortunately such trifling inac¬ 
curacies do not stop the ‘meaf of the books being very good 
and useable. The GEM reference (414 pages) has three 
sections, the imroduciion (including a simple guide to C), 
the VDI calls and the AES calls. Ignore the introduction 
and you have a very good guide to GEM, with S4' specific 
comments on many of the calls* For example, it says ‘The 
Open Workstation function is not available on the ST and 
tends to crash^ under, the vopnwk() information. This sort 
of thing is invaluable information (and I am not being 
sarcastic) for ST programmers, and this is the first time ii 
has been pul in print. iTiis book, like many other manuals, 
does not set out to teach you GEM from scratch, it will 
however teach you a lot, and is an excellent reference. If 
you want to use GEM in your programs, you need this 
book. 

I’he ST Internals book (44b pages) covers the hardware 
and operating system side of the ST. The hardware side 
gives pin-outs of both the interface sockets and of all the 
major chips in the Atari. Basic technical explanations of all 
the various parts, including the sound chip and mouse are 
covered. The BIOS, XRIOS and GEMDOS calls are all 
covered with a fair amount of detail* Unfortunately no 
sample ‘C’ call is given with the GEMDOS information, 
but it can be worked out. The system variables are also 
listed, and these differ in some respects to the list given by 
Atari. Il turns out that Atari are wrong, so 1 hope this bodes 
well for the accuracy of the rest of the book. 1 have 
described briefly just a few subjects covered by the book but 
there is also information covering just about every subject 
you could think of, and more. 

Summing up this limited review, 1 would say that if you 
are intending to program the ST m a language other than 
BASIC or LOGO, you should have these books. You will 
find something in each w^hich fits your requirements. 
These books are not lemons and will certainly bear fruit 
for programmers* 

Copyright 1986. Matthew Jones. 





Many ST owners who have managed to attach their com¬ 
puter to a colour monitor should by now have obtained a free 
copy of the Atari ‘public domain’ low resolution graphics 
design program, Ncochrome. If not, stop reading this article, 
call your dealer and demand a copy NOW, it’s excellent, pro- 
bably better than anything you've used before ... and it's free! 

A large proportion of those who have obtained Neochrome 
are also likely to have purchased a copy of Degas - a multi- 
mode graphics design program by Batteries Included. ITie 
many features of Degas include a first class font designer, very 
useable zoom, user designed fills and extensive shape drawing 
commands. Both programs are far better than anything possi¬ 
ble on 8 bit machines, but both have their own individual 
benefits and weaknesses, and sadly there is a fundamental dif¬ 
ference between the format of each program's saved screen 
that does not allow any compatibility between the two. 

The DEGAS disk does contain a conversion program to 
enable Neo-Chrome screens to be converted to a DEGAS lor- 
mat, but there is no comparable program to allow conversion 
in the opposite direction. It is this conversion that has proved 
far more useful to the writer, for instance in prtxlucing a 
graphic outline and any text content using the full screen, 
zoom and text facilities of DEGAS, then convert and paint 
with NeoChrome making full use of that program’s ease of 
colour selection with dynamic colour scrolling. 

Close investigation of the two screenTormais revealed the 
information shown in the accompanying boxes and it was then 
decided to write the short conversion program listed here, in 
ST BASIC since this is the only language that is universally 
available to ST users at all levels. 

The utility as listed is a very bare bones program with 
plenty of scope for expansion and improvement by readers, but 
which will also work perfectly well without any alteration. 
When the program is running don't move the mouse or it will 
show itself on the newly converted screenn Also remember that 
there is no error checking on filenames of the pictures to be 
converted, so make sure that you don’t overwrite you origtnal 
screen. 

When running the program, you are asked for the file name 
of the DEGAS screen to be converted. Make sure it has the 
extension ‘PIT and when you are asked for the file name for 
the converted screen to be saved under, it should have the 
extension ‘NEO’. Any colours selected from DEGAS (though 
remember it is tar easier to select colours with NeoChrome!) 
are maintained throughout the conversion, but for safety’s sake 
it is always best to carry out any conversions on a copy of your 
original screen. This program will, of course, only work with 
screens saved in the Low Resolution mode of DEGAS but the 
actual program can be typed and run in monochrome if it 
proves more convenient. 

Type in the BASIC program listing and remember to save it 
before running. It is also advisable to have a disk available 
containing your DEGAS screen and more than 33,000 bytes 
free. 



by Dave Keel and Steve Banks 


NEOCHROME SCREENS 

lliese art a1 ways 32,128 bytes long. 32,000 bytes are the actua I 
screen RAM of the picture and the other 128 bytes contain 
information about ihc colour rotation pointers and colours. 
These bytes are at the head of the screen file and are best con¬ 
sidered in terms ofT6 bit words. 

Words 0 to 1 colour rotation poimers^.^) 

Words 2 10 7 colours in the form of Sabed where 

a = 0 (always) 
b = 0 to 7 (red level) 

= 0 to 7 (green level) 
d — f> to 7 (blue level) 

(Le, 0070 = green, 0777 = white) - ifthis sounds familiar, think 
about the Control Panel! 

Words 18 to 23 form a null file name of 8 spaces, a dot 

and three further spaces (i.e. 2020 2020 
2020 2020 2E20 2020) 

Word 24 $801E (haven't a clue on this one?) 

Words 25 to 63 OOOO (likewise) 

Finally 32,000 bytes of picture information follow. 


DEGAS SCREENS 

These are always 32,034 bytes long. 32,000 bytes are the actual 
screen RAM of the picture andi the other 34 bytes contain 
information about the mode and colours. These bytes are at 
the head of the screen file and again are best considered in 
terms of 16 bit words. 

Word 0 mode, 

0000 1 = Low resolution (.Pll) 

0001 = Medium resolution (.P12) 
0002 = High resolution (.PI3) 

Words I to 16 define colours, these are in the form of 

$abcd where 
a = D (always) 
h — 0 to 7 (red level) 
c = 0 to 7 (green level) 
d = 0 to 7 (blue level) 

Finally 32,000 bytes of picture information follow. 
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UtiGties 

Among the early software for any computer is a host of 
utilities developed by programmers to help write their own 
software and then released to the public to help others pro¬ 
gram (and of course to make a bit of money!)* TTie ST is no 
exception with a host of utilities already released. Here is a 
small selection. 

RAM DISK & PRINT SPOOLER from TALENT 
£24.95. 

Another RAM Disk which is easily installed by transferring all 
the files on the disk to a TOS disk and IxKiting up It seems to 
work well but is spoiled by having to use the original as a key 
disk. A lot of hassle each lime you boot up the system. The 
Print Spooler is installed as an accessory but there is little 
information about how to install it and use it* The manual or 
‘help' for the RAM disk is on the disk but I could not find any 
mention of the Print Spooler* It appears to be used only for 
printing files from the disk and for this it works well but a 
more useful Print Spooler would be one that could interact 
with all types of software. A couple of programs suitable for 
developers but not particularly for the average user. 


List of XDEeNEO-BAB 


lO 

openw 2 

20 

■ful 1 w 2 

30 

clearw 2 

40 

print "Converting from 

DEGAB 

to NEOCHROME- " 

50 

print 

60 

input "Please enter file 

to 

converted - - , i p^ 

70 

input "Please enter the 

new 411 ename. . *' , op^ 

80 

bload ip^,5th7805e 

90 

for to 16 

lOO 

word%^peek (4£h7Q05e+2*nX) 

110 

poke 8«h70OO2+2*nX, wordX 

120 

next nX 

130 

poke Seh7B000,0 

140 

poke «(h7B002,0 

150 

poke ach7B024,tch2020 

160 

poke 8th7e026,S<h2020 

170 

poke 8(h7S028,t<D202O 

ISO 

poke !pch7B02a , 8€h2020 

190 

poke Sch7802c:, ft(h2e20 

200 

poke e«h7S02e,S(h2020 

210 

poke &h78030,^heOle 

220 

for n^=l to 39 

230 

poke Sch78030+2*nll,Sth00O0 

240 

next nVm 

250 

bsave op#,&ch7SOOO,32128 

260 

clearw 2 

270 

end 


Galore! 


DISK HELP from MicrodeaL Price £29,95 

A utility ‘designed with the non-programmer in mind'! DISK 
HELP will help you check for errors on disks, repair damaged 
disks, salvage data from damaged disks and more. Ilie pro¬ 
gram is easy to use and will help you to gel the most life out of 
your disks. Damaged disks can be salvaged to various degrees 
and used again and you can read information from a disk, 
format it and write it back again. One inieresting possibility 
for users with access to other computers is that files can be 
copied over from other systems, with Apricot given as an 
example. Naturally this is only useful for data or text files but 
it could be extremely handy. Disk Help is primarily a pruned 
down Utilities package designed to solve problems for those 
who don’t know how to work things out for themselves, but if 
you are indeed a ‘non-programmeP what do you do next when 
told 'Track number 12 is ^ulty - it has 4 bad sectors on it? 

UTILITIES from MicrodeaL Price £39.95 

A much more advanced utilities program which will enable 
you to read and change any byte of inlormadon anywhere on 
your floppy or hard disks. As well as giving all the facilities of 
Disk Help, you can restore deleted files, change file and 
volume names, change file attributes and fomiai individual 
tracks plus a whole host more depending on your experience 
and imagination. The program is GEM based and works well 
with the mouse enabling you to simply point at a byte you 
wish to change and typing over the new information. Scroll 
bars are used to move through files being viewed on screen 
and to step through sectors. 

A couple of pages in the manual describe how records are 
stored on the disk to get you started but you will require 
additional knowledge to use Utilities to the full. Several 
suggestions for use are given such as changing disk labels or 
folder names but other uses will depend on your experience. 
Even if you don't program professionally it can be fun to 
customise or 'personalise' your disks, as anyone who has used 
a sector editor on Atari S-bit systems will testify, and Utilities 
will provide cn)oyment to 'hackers’ as well as a useful tool to 
programmers. 

M-COPY from MicrodeaL Price £49.95 

Aimed SHquarely at software producers who wish to duplicate 
disks in quantity, this seems a strange program to release to 
the general public. What it does is to read a program of up to 
15f)K from a disk and then write that program, formatting only 
those tracks that are required, to as many other disks as you 
wish. Saves a lot of time and 1 am sure that there will be small 
software developers who could use it but how many? I can’t 
really think how others would use this program. Even user 
groups who might want to copy public domain programs 
would find it too restrictive as it is not designed to copy full 
disks. And it is not intended for making 'back up’ copies of 
other people's disks either, so don’t buy it for that! Maybe it is 
just easier to make it available to everyone than try to seek out 
the developers who might find it useful. • 


PAGH S - Lssiie 21i IS 


WINNIE THE POOH 
Sierra On-Line 
£34.95 

'Fhere has always been a curious gap in the market for 
children's software with a fair amount of pre-school pro¬ 
grams and a sprinkling of Secondary school material but 
very little for the ^middle years’. The reason b that it b 
probably a very diificult age group to write for with a 
delicate balance required between games or programs 
that are too simple and thus easily boring and those that 
are too difficult and thus easily bortngJ In the film 
world, the most successful company to produce children’s 
films must be Wait Disney and Walt Dbney and Sierra 
have combined their knowledge to produce Winnie 'The 
Pooh in The Hundred Acre Wood^ a "fun-filled adven¬ 
ture game for ages 7 and up\ 

Winnie The Pooh runs on both monochrome and 
colour systems and uses the mouse almost exclusively so 
that it is very easy for a child to make hb or her way 
through the game. The story is that 10 objects belonging 
to various characters in the Pooh books have been blown 
about by The Blustery Wind and scattered all over the 
Hundred Acre Wood. The task b to find each one of 
these objects and return them to their rightfoi owner, 
but first you will have to work out who that owner b! 
Each time the game is played different objects are used 
and are scattered in different places so no two games are 
the same. The Hundred Acre Wood b not over large and 
can thus be easily mapped out by older children but it is 
just as easy to wander around and chance on things, you 
will come to no harm. 

At ^ch location choices, are ^ven on screen of various 
possible actions such as direction movements or talking 
to characters or just ‘thinking' or Moing nothing'. Each 
response is just pointed to with the mouse and the but¬ 
ton clicked to execute. Although this b very easy^ chil¬ 
dren are encouraged to think throughout with simple 
logic puzzles to solve such as working out who the items 
belong to. If you are stuck you can gp and visit Owl who 




will look at the object and give you a few clues! Other 
uses of logic come in how to put down objects when 
there is already something in that spot as only one 
object at a time can be in any one location. Quite easy 
for adults but a good problem for children to work out 
for themselves. There are frustrations too as you would 
expect from an adventure! Happily (and rightly) you 
cannot be killed but just when you think you are doing 
well Tigger may come along and ‘boimce' you all over 
the wood making you lose whatever you were carrying, 
and occasionally Tlie Mbt will come down. You have to 
wander around waiting for the mbt to clear and when it 
does who knows where you will be! Finally there b the 
Blustery Wind which, as well as blowing at the begin¬ 
ning of the game, may come back and blow all the 
objects about again, just when you thought you knew 
where they were! 

The game is full of humour, some very corny, some 
very funny but all at a level which children will love. 
The pictures are excellent and there b sound with a cou¬ 
ple of songs included. Games can be saved if required by 
older children or by parents of younger children, although 
you may be surprised at what young children can leam 
and cope with, but quite often a game can be completed 
in a couple of hours giving a nice sense of achievement 
Although aimed at 7 years old and up it will provide a 
great deal of enjoyment for even younger children if 
played by a parent asking their child *What shall we do 
now?’ and thus it b an ideal game for aU ages. 

Overall the game is excellent, marrying together 
Sierra’s skilb at adventure writing with Walt Disney’s 
understanding of children. A friend of mine who has a 
young daughter says she will play this for hours on end 
and she has previously found computers ‘boring'. What 
better recommendation can you get? 

Winnie The Pooh is available from Software Express in 
Birmingham who kindly loaned the review copy. ^ 


U PAGE Issue 21 












the software supplies company 

Specialist^o^h^^TAR^ST 


THE SOFTH^E ^UFfLIES CO li nippU#lr At e'«ipiic«r itsltvircj 

iflth Jr -cuitoBrr tu.d« cf tlK>ui«n4i Sine* J,e.» InTi^utLlort bc- hj.ve 

Bincl«LlLi«d In icfCvxre fpE tiH ATAJtl ST, and lin i*|.tC'CLpn It npk' 

■¥iLi*lile froa lu a.t r«*Lly AtLracLLvc prlcec. If jpeu are tTi valatlne ST mMT - or 
b*e4B.tKg. auc ha.Edui.re pricri!) - (eC od to our naLlliifi li«t 

avi]' Tn inyf^iutipn ai) uhit‘« awillihle far thrac Excellent 

Bie])lnci, PluiiiEd. IjitroducE looa Lhcluili voice and vEdw dleLllieri, U’lV'l'Pv^ 'varir 
(cptilitlcated OAfr paclu^eSf asd. expert ireCeoa.. l^teit, detalla vlll b« found In eur 
eatilpctH Titiiflh iflll t* «*nt tfl attlv* «;u(td«Te oelr UT ultfa orderi. Special 
tuppeit fer>aa «4 an avallabl* r«T of rtie rrVA tualMai loftuare, rrt« actual 

I iutallatieti and aentltildnlna t« 'hdt^llna' aalntananeet pl*a*t aaH, 


FHICES 

Wfir*K£ ■OIW rfllCESl HavldlB* in are ablt lo iupplr It^ i*‘ti tatter anrC-h-luft loner 
DO ST loftnra Irtni «« adveFrliad Lei tlili or olhat nataalJua ^ and on noat lEui 
hfFar ynu mlCE rBOTECnOII CTidit for a aonth afCervutd* fdof 

la the Hat here. Hie flrat ptle* la our STANDuUit dlncdunt and yon eui csmijiare tHU 
ulflV rh* (^*ual price (In bTaoktleJ. Thia 1»*t of any Ihrrte tat* (a the JlISCuLlHT CUJS 
price, avillitale (A rtalaraTad club cuiLcmera OT Ch 4 te vlalilh^ to Join, ellh rhilp 
Initial order (pleaie lee cendlrlhtia halou), Sooe ItesB art not available at ipeirlal 
diacouat, or at Biandard dlicetanit. 


I FlaiB* ncrt rbar m alao Otipply ''•erlouf~ biiloiia and racreatlotiil eOfTMatt for 
Atari B-blt aacblnei, and soil dthtt COwputtta, at attractlwa prlcea and lubject To 
CUE uaual dlaccLmt atnictura. Tit ui la yOu at* havlnn diffioulty fettloa a 
j ptETlOultT title at tJia rtsht price elaaVherB! 

IJ« riXST-^LASS raS7*;Cl ^Sp for an fofruara ordaxa up to IJO aod free for prepaid 
UX ordare ortr i;$a. All OfliOt ordor* ititjaer to poataje at eoit ulth the fcllouln* 
■ InlDitaai 11.30 for Oedora up To X30, and H for order t over X1D+ Tor Europe double 
the rate, almall/frelatil alaavherO at oOit. 

faflCEHTi fliaaB naXe tJveaiiei/PQa payabl* CO THE S0P7VAHE SUFfCIES COH?ANy or me 
your AOCeaa CHaiterChar^e] or Vlaa card. Lettera to FO toK. If Util Cat a blO, KOnC CT5 
ITJ or plica rour crdie ir 'pHOn* part anauerphone), TcIbcd* Gold HallEnx 

72 lEilllblfll, Feracaial callera by appolnEniTil only-. 

Mean note that chnum and tlfOdlC oatd paygonti are imt praceiaed until ordera are 
reedy far deapatcb, 

I Floaie nOTf that Ehe llat of acftiure hera cooalata of hcll ixiatlng end ploEUKd 
nlairia and can. oot ba eea*pl*t** Producta prefixed ultP CJ are lraal[b4nl reloaiaa 
and m are pleaied td taka advance ordeta for C!h0t4, Ot ulll notify yoai idieo tbey 
arrive.. 


For rcKulat duttonera tlwre la a ipOtlal IHSTOUHT GUIS alvlnc bU aaviD^ti ooi 
idltuare for booC lypOa Of e*«put*rl Annual reiilatraLlOn it a oare ilb.. All ordera 
bm«T bo PHEFAIC tait othenrlae tbflre Itt fou noftdltlonai full data Ha awallahle upon 
requEit. Weu cuBConarB nay caJtO luediata Peneflt by addlne tlto tael atrat loo fan to 
Cjvait prepaid tnltlol order ■ thla could Btlil Out cheaper than our iTTrvdard 

dliccunt price! 


HAHHHUI 

ET ci»puteri, other harduTtO, *nd porlpfieralo are available at dlitOun-t pfloea Iron 
btt pleaaa pnone for latott piloea and avallablltTr<' Tbea* pccdiacla aro fully 

aupporcad And Eu^fanTOid lataot available verilbni. Local dalt^ry or per tonal 
dolleotlon ran be arrarasiOd In place of InauEcd parcela f toad dallvary, Tlw Atari 
lOWST ll aov available aa part cf ipeclally eupporced appllcetlcne packairBT plttao 

anqulrat iJflSifl - AVaJLAHLE itCrW - Apoa 

SfSSo ll^G 

SFiia xids 

Stilia lj~ pl-^rEi iHHiD Kinlcor ZlAtl 


1D44ST - AVAlLAhlE MOU - ipoa 

SiDST a SFSSa + SHl.24 + aoftuare 
52DST 'h SF35a * SCI 720 + BofliMre tPSa 
J1M7 + SFJia + SHU* + aoftuato 
5ID1T *■ SF31a + SC12Ta + cbftuare £475 


SH1.2T4 IT'' ■ed-rte tOldUT B^nltor £375 
Fhllllpa DEd.rci.KGP * load ASH 


Pallvery extra, I'rlnEdra aval labia alao. 


1 ariwii gi MFrywiE List eiiarth hai 

O li Hi Id Firirir Vd^aginp.... IeiL MLy 
Id^cfci iiii''idv(nt.n £10 iCHl flB 

n Altirniti HiiLily - Thi CLty.Ctbi 

(] Iduaiilnlir,.... 

(> Aiatin....adi4nlurr....Eil (HBl Ell) 

L] hlri.L.iull inrl praftiiar..Elba 

f 1 Agpiidluitar..,.. ..tlQ 

(1 biifin..full ^iiturr can 

rtabtnt pEtpiiEi iiih laal...Ef3^ (£ff) 

O PtKriiNe! Tier...[17 

0 Iffi llfSIMESE SVSrEll....ditiili * tpoi 
O ^aUitki.ridifT iiifniurr 133 lE^^i 

(] ;«lh Tradir.. t« Ui* KtnunU 

prpqrai fU5 [aith Analyvir (liOh 
(> Liihlint Itcn^nlr,.; i^ijiLegriird pro*- 

Fain Mil ai;{duAti...tJLS lEUAl tlHO 

[1 Chit,... ttha 

4 i CpI piripKi.tpKtarulir light 

lYPtharivir' aFFiclr.i,.'[7D 

ClEHaLH..... flba 

O Criiun Crtah.En lidQi m 

I O CrtHArMii...,,[35 LEWi f33 

I [] EAD-SE'..,,ial] 31 EEB-haiiA ludiKlng 
llatlEfi «itb ppfiihLt jn]irtipn,,.[ttia 
LI CADI EdiLtfM,413 LE3$i 

O latjHlr,,.,,.,..............ESS 

(1 Eutiitalr 3,,.,,.,,..........,..4150 

O laid]Lnr,,,Iniptoa iivintia't. ,.EJf,S3 
{} DEBUS.,,.,,.,,dittin I tfitartlLniinU 
frarhit artf antra..,f3B (llDl E35 

(} Dt1ti Eitral..,,,..,,,,..,[31.75 

D EeBi Di.arr..tLBr emigieent [55 
(i Vr.4B«. auli FLlr tr'JAlFat...E15.7S 

L] Dili D«lBf.. EitJDl 

0 Dm Hit A..,flu La la via FLii rip nr 
ind dati rKcvfry uliLitY..r[37.75 
O Drigcn (c FMTH -LbypL L..,[S5 lElOHI 
C> DFi]4n U FDR1K 'La.«] 2,.1KD (iLSDl 
O Dripcd FDflTd AtctLiratdr....l7D I Em 

(> [llfas4nH]r|d,..ijdvEr.tura.ft! (lAAl 

[] Ej.irQr'ja,...iiry high luility draaing 
pvftife Fat itai|Aari3archttafti...'[LAS 
O EKhaAla'..a]vihturi EH [EiDi C!3ria 
[L Eiph'l 0pialdn.,.....i9tpirt lyitH tar 
Drum Id]ring, KD rail...Etta 
O Eipriii LatLir frdtasidr EiF.SD 1(311] 
O Faire^hail t^L..aaiinti^i...E]3 lElil 

[) Flit ST WtK .JlC-tLti i^ta>, 

Fas(il-Liia itruciura, cartndgi....EID 

[ 1 FLm........... r.. var p iDM j f■ I [ itid 

prggriaiiglt tiriinal crggrai,..ttCJ 
;] Flnt strait Editor...4tba 

O Fl^p Eidr-, ....variian □! thi f^ulu 
bdird ^aaa Elilirii.. .1JT.S3 
[| FiriidStn Duiit. £35 


[] Salavigr,,,, E33 

O SET [ Epipilar...tnaiiLLef, aiiiMLar, 
linlay, idilnr, ihiil...{33 LEHi 
a SST Ffutal Da’tratpr..,,M(v]| C end 
aritafiLir inrti tdda.,,£Lf.75 

t> fST Hj(^o A.tiaabLtf.HalDrela 

CDapaLLbLi, iait thrnuge'dut...E3J <£AQ) 

O Hlha Suik'dil Llttm....llltir 

dutiLnai (or bv.iLniii...{AQ 

(1 Hail EhatliLfldir.chiqua md hpat 

iCCduhtl lyllil...£iS 
O HabiDt:i......phana rKcrdi protminf 

lYilia, FLnid FDaMt...£S5 CCiD] [5Q 

(] HibaHirgi.anablai data tfirnfar 

iru hi and irLlir,..'L3B HTDil 
1> K>baHilLi...HiLt prcEiiHr" £AP I{I3] 
(3 HaliH'ilir..tiiY Mp..,,,£i5 1(751 EH 
O i> 1 ijctar...nvgi]Y luccatilul gaia.b,[(3 
O Hinrr'i Funriointa] nl 

FI&TjrHAS]C-lt. ..£51 IlSd) ESA 
i| 7 Fill.. .Qithbir t tvpi tiN r, I...»[37,75 
O Har;p Alaarjc -35,DCB triviiL idiBari 

to vnlnnan quiilibAi,..£5! 1(351 

O Hippo laclgiHcn .EU C£1iD3 

£1 HLppd CbKipt.idaai prorri-uir 

vgrliki gn brinthing frLnejp3l..,£lba 
13 Kippo PiifL..........diiifAp idil ind 

[g.itpilia YPUr pi I add f.hirjctiri..,(lba 
{> Hippg SiiiLt,,.datiaaii.....(3S LEtOF 

(> Kiba HipptaE.KlA iHpilir ivita 

uiad in UHlI-iLia iihniv,,.£7D 1(331 £D5 
17 Hiitrhbitfri Bpiit Tg Tha fj|jrr..,tha 
inning bF Lifi, (f, il at,..(7i.f5 

t) HLSoli Daipjt £1.,.lighlv ntid 

jiiaMLir pa4agi...E£7 ((SQI 

[1 HL%]fl PiKJl ST..I,..ftba 

[] Hnia FLiniUrLUA.EAF 1(511] 

[3 Hgtel iir..,EMp]itr lyiltat JfCdbhtl, 
ILLLlng, Hnu-arkting, ap...(ppa 

i> HtD llil. E71 

(IKIQ FDItlK, .,Fgrth-B3, IfLL EEH Iff til 
3MLt aljfi,. .(IT lETAl £15 
1> HiD TggLbqi Udl ] -fUlFU^tdr IlLtdr 
fcrial7[0PY» riicrtf...ETj 1£3D!i 
O InFidaT.i,,.........tiit^LY LnlKsi 

afrtnturi.LLC'ID LEiSi (SB 
(f E-Imi ...tirainit iat-up...HS LEMI 
f] X-Qala......Ttiidird ditibjii ikth K- 

iarLii dati ([Hpit.kiLLLlY...E'13 L£50i 
(> f-6r'iph,,.bufinrir grjphkCI, K'-ll'Lli 
dati cgipatLbli...El3 (£501 
(i nr aare RAH dLlt 1ll-ii1 

ppiiibit aibhiA rviilaiLe itiLrr...£3D 
(} E-Siii......».,3DDD11 Lima par unutt 

utiablK...£A5 l[5Dl 

(> K'Spraid..IKClUtit fprrilkhiil, 

3Sfi eoli I SBTl rgai 415 IEMF 


tJ K'Krd..diikprad la LBiplaiint X- 

Spriaf Fgr rapiytl,..E13 C£5D1 

ii Leedk D1 Hnbt...........(LY.Sl 

1> laiirBill3ST.....full Ffiturii highly 
rattd daUbiit, ,.E75 
CT UiBrHordIjtc i a] ^ iddairi Id 
Ilia idat «F Uair irLdliri.. .(tbi 

(I IkLlaati...,...£37.10 

[] liapi b Ligiddi.....£S! 1(351 

LI HiktirgriFi. (ST.^Q 

11 Higlaai (. ..vl'y Coaplltt divllbfoidl 
paclaga. Full ICU...((LTS] 
<> HitacDU AiiailLfr...aaaaiblirfliriir 
icnih ri Ltnr... £15 [(ID] 
(} fletaedeo Llilica E......Ktl empiliv, 

LLdlir, acriEd EdLtbr..j£7S 1(LDD1 
(1 HetlcoBd LLap DlvaLdpardl. Ktt....£ttL 

O Hitardad F'auil...l£D [MdUirJlLnltir 
pill «dLtdr...Ej3 t£7D7 
(1 Hichlrpn UrklLtLli...1kLa aaintarpnca 
luilr LBcludini kector Cbpr...(^D 

(1 NLddahadta.Elba 

O FliiiLcd Hduia. .platiBi* giia...(l7.75 
(> Bsdu]a-I..'Pai[il m' £75 KLDPI m 

[] Hpn 1 ho,.... I.ESI 1(351 

{> Hud Piaa.»,,,.....£Lf.n 

(1 hdlay lull dill.....E31.75 

(I Huff ay 1 m .(33 L£3SI 

C) H-Cnpy..,. ..rifld diik d4ir...E14.H5 

(J n-DLH + Soft SpsDl.....».£I7,»S 

i} rl-Difl,,»nAJI dill tap]alia',,,..£]£.S5 
[] H1(l»i,.anH arcitieg product I taa^b| 
{} ULna PrLdtfai lA Ufair...... .£A3 I Eli I 

O Pirri Haiot,....advHituri...Ei3 (£(17 

O ftiLIdd £lSTj'BA£1C-n....nBiStC ranat- 

Ibli. fun nit fiC...(LQS IEIE3I £1BB 
(J Thi I an rAJ.17C.,,rE' 1 R Hkth vintoi 7 
aitaniioni.,,Ei35 lElNI £135 

[1 Pdi lod FPlT/EobdL_RH IdapalklLl, 

inkintid kilt ail...El?3 lEItll £3SD 
[1 PdLlod FP^ryFortrui.......7? itindird 

iktl dpt]iLEitiQd...£!'75 L££Bih (25D 
(7 PtidallaLL,.. IdlKH advidturi £17.15, 
C> PoMir-Pak jd-iMdry diit icriii: 

(7 Pdetf-Pak Aridnii BecH..E7S 

C> Pdiir-Pak DatiAiii....r(3Q 

Pdeif'Pal DLiry. .C3D 

[] PoHir-l'U Prkotir.. .preridii harhgpY 
Irso alhari Ln iariea,,,(lha 
If PhPiptrt FarUn 77,4113 KHBI Elll 
f.> PrPKirg ISO Paid].,CUB [£HB» (L3S 
ore [nlir'baa LVTiQdi iiulaberl.. ..£]U 

[] Rid Ain't.(tbi 

O Rytha.....idriad]ri'Ht-1]i'a cilcuUtiir 
Itit a[t«TPry,.43S t(AD) [33 
O $ail'ta|lar,»,[nl0:[it liif dlLy judkBl 
lirfl adYintii'i.. .£17.35 


(] [»oFt Spool»»»,printar bufirr,,.(13.75 

(1 Sartircr.(ID I £151 (31 

(i SptIIbraiiltr,final lart o1 tbe 
Enchufir IrilogY [Eif4rtl..EI|'J 1(509 

(7 BioLliata,,... t53 

[] Slar lfiLdi'i.,,.E3aaiLc gait.....£tli 

(f Stircroil.............I'othar InFgcoi 

■aatarpiica lirpartl,,,E15 1(501 EIQ 
[] 5t)rg1idrr,,,E]itr (yP* |au....,(tba 

[1 star struck.craitll Boat popular 

ailrp [har] tipii Lpaiai 1off4.tl.,,EtbA 
(> fundog -Ihi Frpito LigicYiH.EI? iHQI 
115uipi<-did..]il«ni aiu £15 1(5Di £10 
<> EpiliialLci infifratid leenunlak 

11 Svil iHfgickd].(TTI L£3S|. (3iD 

(9 Skit Job biting.£ZT5 1(3BBi E»Q 

aiYil Firrg]£175 [C3BB9 (363 
(9 Syat PurilhllB (.idptr (315 IllfSI EHQ 
{} ^Yvt Balta Lad|tf....£!]5 C(3AS9 EUfl 

(9 Syit Stark Central...(35D l£U»l £335 
<> Sf Acrouptf ......flicibla md aarr to 

ina atEognlT luLte. ..£115 11LSD1 

[| BT Cabo]......(iT [£SD9 

1> ST TndLbar.....Milllint lalua etLiily 
■flfd roadt Id Fill laaigulaliBA...£37-45. 
1> laJinl Biii ( 5puplir......[3A.75 

[] Taltuan.Fh£ datibiii iw tha ST, 

lull rangi oF Fialum. ..£B5 Kflli 
[] Tiurca Atcdiiati...........£?3a [£3B79 

{} laurua Invaicinf I Ordr FraraiiLag - 
klidd alam nr intigratid...£134 (£1559 

£J tiurua fiYrall.£15B 1(L73) 

[] Tiurai Printtri Eilkutaf...... (£5509 

£1 Tiurui ftark Cditrgl.....KIAAI 

17 Tha Final i»rd,,..,,,(np 1(1531 E1J5 
(> T9|| Patm,,,..lYitLabiE veil laElLLihl 
qrii9iiei idf parair,.,(31,75 

(f Tiai Bar.lLt.........£27.15 

11 TiiaLkBk, .ikit ajnagratnt/diiry.,,(7D 
(1 TtuiiYlYMla.. .(37 l£1B9 


IT Ifiaturi tiland...tthi 

[] Tad-KiY Attdudting...,.£73 (£BB9 

[] TYpiaittif..... .(37 I£I0I 


<9 UllLM tL..r«Li^p]aykhg gaia......£15 

O ViP Pralanlanal..,. .lull 1-3-3 citei 
1aprd]dbaaiF|iraphil...EiSfl IEI71F £ITS 
Ta ILddli Tt* Pddh...griat. for Kidi Elba 

(9 Hiifbi'Lngi'...£3B IE34I £35 

O ditnaai,.,. .adYirtvra...ET3' ((Ifl9 EJ3 
(9 Hard Far H!rd....at Laal, a krabbli- 
LLti giH.. .£3S l£l4l 

(9 HotIhIe.......£55 

(> Zlul k Ilrii...teld adviu.turi...£21.n 

(9 IbMfiack......ditabaii--.(75 iBO' 

O iark l.rtl^t adnfituri cLanir £17.15 

(9 Iivi [[..,......,...£13 KiSl E5B 

:> Jark 111,...,,,£13 t£159 [33 


[nlo'Htidd Hck £5 (ril-mdabla Firii 

grOarJ locLudEa laiEil LLtlv, pkotOTlatl, 

rivLiei, loFtaara AiK9iurii, ale. FliJii , 
ipicily LnlErfitii buiLnivt, fragraiiidg, 
utULliia^ laAguagia, ricrtatiana]. 
SpiEklif apiLlcaiiPM Toltvira atag 
lYiLlablai comuLtincY farYicE and Ingal 
dnohitrationi poaalbit, Soie huaima,i 
OpItBara daeo dilka a.LiD arallabli, 

KCE5 

(f iBasa Aikiibly .uig Prog 4ll-Hill9 £3D 

<9 AtafL ST Tipi I Trkrii (FP1.,[L3 

[1 Atari ST Mar t BvLdi LH^Li11..,.£l6 
(9. Atari |T EDikin[dA LEuaihinal,,...ElO 

<9 C Priiar PLgi CPitaidfSaia9.(L7 

(> C Prpgruairi library 1^1, ,.El5 
19 E Fr[i|rjEEi*| Biiidi lPvrdul/l}ul].,[LS 
(9 CMpHla FQPTH IHmfiilf/SigiiF. ...£9 
(9 EDiyite!'! lit Dddk Df Thi 1T....»[i3 
[| ELaiidLarr Plark tl (Cob{u',e!l,,, ,E13 

(f «Eti dr Iht AtarL ST iFPF......Cl3 

(9 Introdvctiivi Ig FSAItf lt|| |.iri4tYl 
If Invifkaluai l]tFacni1,,.ii[d till I E5 

<9 Jaritatim la FDRlM IKatladl.£LS 

(} (PCD Prograiitkg CHdliiryA-liiilirl E7 

[] Harping Tia' ST IDDapu1.il9.£3S 

{} HfiTaring FDEIH (PridtLci HaLll...£2] 

<9 Hdiula I PvagraaiLig (Raitani.(|A 

(> Paical Priiir IPitiadliiiil...,...E1T 
(9 Praiantini Ihi Atari ST Ii1]acui]..{i5 

(f PragraaiLng In C IHavdmL.(IT 

[] Pro;' 4111 ng Tha ST iCgiputa'I.. ndCn 
[| PiTograEBav] Tha ST -Adv &iida..».,[7P 
(f SlartLog FPRTH 1lradka]P-Ha]|l,»..£32 

O Starting LP» 1La]ghmgia9.£9 

:> Ihi Firat Hari Bl lank IPPl.(7 

19 Thi Amtcay DF Ihi Atari ST |Ff|..£l5 
1.9 MtrilanaLdg Thi ttCDO Ktnturji] (p 
If Harking iLth Tfa Atari SI........ .(IP 

Pliaaa illoa T-LA daya far ai-itgck iggka 

HiFWflE 

ST caaputiri, Othir ajnjHjrr^ *'d 
piriphiralf »rf avakilhli it diizcunt j 
prkcai Irgi gii pleui phMi Idr I it lit 
pricaa md aviLLibilktY. Thtkl prdduCta 
arr Fully lupportrl add (’uirantHd lataal 
larakdni. ldciL diliiiry gy parfdr.il |: 
tdtLart.jdn [an ba irrangM in placr gl > 
Ldaural partaii dihury. Tht Atiri 
lOmF la aga inilablt aa part ol 
ipaciitlY luppgrtid ippLltitiani 
pacligaij pLiJir enquiFI, | 


po box 19, whitstable, kent ct5 Itj 


teh (0227} 266289 tel.gold 72= dtb 10183 


PAGE 6 - Issui 21 17 






























































SOFTWARE FOR FRF ATARI ST 


VMACRO ASSFMBlfR 


£49.95 

A professional quality macro assembler with 
many useful features for the serious program¬ 
mer. Standard Motorola 6800 rrinemonics. 
Macro expansions. Over 160 explicit error mes¬ 
sages, Fully formatted listings. Large range of 
directives. Includes a debugger. The macro 
assembler chosen by Commodore for the 
Amiga. 


>MC(! PA SC AI 


£89.95 

A powerful Pascal compiler that meets the 
exacting ISO 7185 standard (level 0). A fast, 
single pass compiler, generating native code. 
Comprehensive error handling. 32 bit IEEE for¬ 
mat floating point arithmetic and full 32 bit 
integers. Chosen by Commodore for the Amiga, 


wnicf c 


£99.95 

The well known Lattice C compiler. A full 
Kernighan and Ritchie implementation. Com¬ 
prehensive libraries of UNIX and utilify 
functions. Compatible with Lattice compilers on 
IBM-PC, Commodore Amiga, QL etc. Full IEEE 
format floating point arithmetic. Powerful data 
types including pointers, arrays, structures, 
unions, register variables etc; macros, condi¬ 
tional compilation and other pre-processors. 


£19.95 ON ITS OWN 

FREE WITH ANY METACOMCO LANGUAGE* 

MENU + provides ST users with a friendly envi¬ 
ronment to control their programs, using 
pull-down menus and the mouse. Easy-to-use. 
Runs single programs or batches, avoids repeti¬ 
tive command line entry. The user can add his 
own tools, arguments and options. Runs any 
programs - not just Metacomco products. 

ALL METACOMCO PROGRAMMING'4 
LANGUAGES FOR THE ST HAVE 
THESE ADVANTAGES 

INTEGRATED RANGE OF LANGUAGES ON THE ST AND OTHER 
SBODOs 

M elacomco's range of lar g uages f-o r the ST provides a n i nteg rated 
and consist^f programming environment for ST programmers. 
Program modules written in Pascal, Assembler or C can all- be 
linked together. Metacomco's ST languages are compatible with 
their languages for Amiga and QL. Make it easy to port your pixi- 
grams by choosing Metacomco. 

FULL GEMDOS LIBRARIES (Source c«de provjdedi 
All Metacomco languages oome witti a sot of GEMDOS libraries, 
making it easy to program the graphics and theotherfeatures of the 
ST Full source code of alkGEMOOS libraries is provided, aflowing 
programmors to modify them. The source code is well 
documented. 

CHOICE OF linkers 

All Metacomco languages include a linker. Metacomco program 
modules can also be linked using the Digital Research linker. 

- FRIENDLY ENVIRONMENT 

All Metacomco languages now Include MENU +. an easy-to-use 
programming environment using pull-down menus and the 
mouse, 

SCREEN EDITGR 

A powerful screen editor for preparing programs is included with 
every language, 

^ DETAtLED MANUAL 

Every Metacomco language comes with its own detailed manual. 


'EXISTING REGISTERED USERS CAN OBTAIN AN UPGRADE INCLUDING MENU + 
AT ASPECIAL PRICE. PLEASE CONTACT HETACOWGO OIHECT, 

26 PORTLAND SQUARE, BRISTOL BS2 8RZ, UK. 
TELEPHONE: BRISTOL (0272) 428781 

5353E Scons Valley Drive, California 95Q&6, USA. Tel: 1’flOO-252- 6382 

Latt« ft a iraflfmark pi UITT«:£ INC SEHDOS 4 a Ir^lerrurh «| DI6ITAL REShAflCH iNC. T BtiiLjlxirater.a A.^iia.ia1[aaen.arkgH^mniMlont . QL ft a Irritmgrk ol &Tclw tia 

I' 
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PHONETODAY. OR POSTTHIS COUPON TO: METACOMCO, 26 PORTLAND SQUARE, BRISTOL BS2 8RZ. 


MCC PASCAL 
LATTICE C 
MENU+ 

MOREINFORMATtON 

SIGNATURE 


£49.95 

□ 

£89.95 

□ 

£99.95 

□ 

£19.95 

□ 


□ 


I ENCLOSE A CHEQUE FOR £ 
MY ACCESS/VISA NO. r” 


__OR DEBIT 

I n I iTr m 


NAME. 
ADDRESS, 


CARD EXPIRY 
-DATE_ 


COUNTRY. 


TEL NO., 
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LATTICE C 


reviewed by Matthew Jones 


Independent Software Vendors (ISVs) who bought the 
Atari development package will never be given an bug free 
update of the software. That’s officiaL And it*s not good 
news for those struggling with the DRl compiler’s ‘idiosyn¬ 
crasies’. So when Metacomco announced that they were to 
produce a version of the lattice C compherj a compiler that 
has proved popular on other machines, many program¬ 
mers looked forward to it arriving. It is now here, and I have 
been giving it a good tesu compiling over halfa megabyte of 
source code with it. It has not exactly been trouble free, but 
it is smoothing out. 

THE COMPILER 

Lattice C is a very complete compiler, conforming very 
tightly to the K&R specification (see last issue for details), 
and giving the option of various useful extensions. The 
variations from K&R are so slight that you have to be very 
specialized to notice, but the extras include nested com¬ 
ments (useful for commenting out large blocks of code), 
character constants can be defined in hexadecimal (i.e. not 
only octal like 740\ but V0x20^ too), the searching of up to 
four other (non-default) directories (paths for ^include 
files, an optional *p)ost-pre-processor’ file creation (a 
debugging aid) and the ability to create either or ,BIN 
binary files for the DRI LINK68 or GST LINK linkers 
respectively (the latter is supplied in the package). 

One problem with the Lattice compiler is that the comr 
mand line to start it (it is a .ITP file) is very long, and it is 
therefore easy to make mistakes when you are typing it in 
for the fiftieth time at three In the morning. (Hint: use a 
batch file.) Metacomco are working on a GEM based *com- 
mand shcU’ similar to chat of GSTs that 1 reviewed in the 
last issue, lliis should help somewhat, though a better 
editor than the ED program (reviewed in issue 19) supplied 
may be needed to complete the package. Until such time as 
it is available (it is about to be Beta tested as I write), you 
must work from the desktop. 



lAum c 


THE LIBRARIES 

The standard library supplied in the package has all the 
usual functions, and includes floating point maths and 
BIOS, XBIOS and GEMDOS trap functions. The first 
release had a disastrous bug which meant that few of the 
GEM calls operated correctly. Metacomco soon realised 
this and fixed it, and this is where I found one of the advan¬ 
tages of Lattice C over some others - the producers are 
English. ITiis has meant that when I have had a problem 
that boils down to the compiler I can ask them for help. (1 do 
not however wish to encourage you to contact software 
houses every time you have a problem as if every one did so 
they would never get any more programming done. If you 
do have a problem, check it very thoroughly first and read 
ALL the manual twice. Only then should you write to them 
with as much relevant detail as possible, perhaps including 
a disk with all your files on it. If you waste their time they 
will not be keen to help when you reaUy DO have a 
problem.) 

A GEM library with all the VDI and AES calls is pro¬ 
vided. iTie problem I found with this is that the five GEM 
arrays through which parameters are passed are not 
actually globally available, but are defined in the library, 
lliis means you cannot set them up yourself and then call 
GEM, you must always use the standard calls. This may be 
good for keeping to standards, but it will cause problems for 
a few more advanced programmers. 

THE LINKER 

Lattice C is supplied with the linker produced by 
another British company, GST. The linker is needed to 
convert the binary files produced by the compiler into 
executable programs after linking in functions used fixim 
the libraries. This is quite easy to use, but again can have a 
fair sized command line. 1 did find one slight area of incom¬ 
patibility between the compiler and linker that was not 
warned about in the manual It occurs as the result of a typ¬ 
ing error in a source file. If you mistype a function name by 
changing the case of a character, Le. printh[) and PrintiQ, 
the compiler, which is case dependant, creates two separate 
references. The linker considers them the same though and 
considers the double reference as an error, giving a vague 
‘error in binary file* message. Tracking down the offending 
line is a slow process. 

THE MANUAL 

The manual is a thick book packed with all the reference 
information you will need and more. Explanation ofhow to 
use the editor, compiler and linker, comparison to K&R C, 

contmtied overleaf 
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Lattice C continued from page 19 

full standard library function descriptions, an explanation 
of the 68000 implementation, how the compiler optimises 
certain things, run-time program structure, full error 
message explanations, some example programs, and a stan¬ 
dard and GEM function list are aU included. Again, this is 
not a tutoiial,^ but a reference manual, and most users will 
not understand everything they read at first. As with aQ 
such things, experiments will teach you much, and once 
experience is gained, a re-read of the manual will reveal 
much more understanding. While generally very good, the 
manual does have a few deficiencies. First, the message 
which explains the *error in binary file* problem is missing 
a line. As well as being awkward for my problem, it could be 
an indicator for other errors with text missing (1 did not read 
them all!). Also the simple listing of the library functions is 
very misleading, having things like *peek()* *poke()’ and 
Hnt86()*. In C there is no peek or poke, and intS6 and others 
are there from the 8086 version of Lattice. The detailed 
descriptions do reflect the libraries so a check can be made. 
The implementation details are very useful, especially as it 
reveals that the 'int* size is 32 bits (most others use 16 on the 
Atari - this is where the WORD LONG BYTE portability 
macros come in...). Also revealed is the fact that 32 bits are 
always passed on the stack for each parameter of a function, 
regardless of the parameter size. This means that even if 
you only pass an eight bit byte(e.g. 'putch{V);’),32 bits will 
still be passed. This would normally be insignificant as the 
translation is done automatically, GEM, TOS, and any 
other system calls you can find all expect only 16 bits, and 
so an interface (the library calls) must be used. Again this is 
something only the more advanced will notice the effects 
of. 

CONCLUSION 

To conclude, l^attice C will satisfy the demands of both 
novice and professional programmers. It may not be quite 
as friendly as the more limited GST compiler, but its full 
capability will probably make up for it. If you want a full C, 
this will give you a good one. 

EXTRAS REQUIRED 

The problem that many programmers, professional or 
not, wiU have is that to use GEM fully, a resource and icon 
editor is needed to build the menus, dialogs and such like. 
Both GST and Lattice lack these so you must buy them 
separately. Not so much of a problem until you realise that 
only one has been available since the ST was launched, the 
Digital Research version which has bugs, The first alterna¬ 
tive to come out will be that supplied with Megamax C 
(which should be out by the time you read this - review 
coming soon). 'ITiis will take away many purchasers of the 
British Cs. I personally hope a cheap Resource Construc¬ 
tion Set is brought out shortly to complement the UK 
software (GST are ‘thinking* of doing one). 

Copyright 1986 Matthew Jones 
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WOOTTON COMPUTERS 

116» Edlcston Road, Crewe, CW2 7HD 
TeL 0270 214118 _ 



FiHefl from cover to 
cover with: 

■ Galvamsing 
Games 

m TantatUsmg 
Tuioriats 
m Mintf-hoggling 
Machine Code 

■ Loisa Listings 
m Togicai Tigs 
m Heatistic Reviews 


Send a cheque P.O. for E4-00, made payable to the 
U.K. Atari Computer Owners Club . for your four issues 
subscription now. Or send Cl-30p {which includes PAP) 
for a sampie copy, to see what the magazine offers. 

Don't deiaY do it todayi! 


THE U.K. ATARI COMPUTER OWNERS CLUB 
rga p.o. Box 3, Rayleigh, Essex. 

IndepcTHlent Umi Orflup 
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ST SOFTWARE CLUB 


Silica Shop arp (he UK's Mol Atari Specialists. We have been dedicated to the Atari maritet lor the past 7 years and have the widest racge of Atari pr-odod m the UK. We 
flirn to stocK EVERY Atari compatible product on the marhet and offer a FREE inlormalion service to Atari owners. Through our ST soitware club, wc will keep ST 
owners up to dale with the range of ST product which is available as well as details of ahy special offers. The list below is of I he product which we currenily have in 
stock for the 520ST, as well as titles which we expect to be released in ihe near future. If you would like to join our software dub and receive a full copy ot Our price list 
with release delaiIS acici lurther ST bulletins, please complete the coupon below This service is compleiely FREE OF CHARGE? _ 


kCAPEMY 

Typiiny Tu Iof’ 

ACriVISlOH 
0Cjrrcjvved Timfli 
Ktscker 
Minql^haqli^w 
Muaic Stu(tio 
APVENTUHEINTNL 
Oreinlins, 

ANTIC 

com ObjK;! FiJilUr 
Oiik Doctor 
WapB. & Lpgends 
MuiTpy A hlri 
Morn 4 Mo 
ARTWORK 
Bnclgd 
Gpn 

ATAJII CORPOflATiON 

Ir’itanors 
Basic CCFiTtpilar 
Si^akdul 

Jouvt 

Star nakders 
ST Cgljol 

AZTEC SOFTWARE 

SpdaHesBy iBuddch Synth| 

BAmniESINCbUDEO 

D«ga$ 

BAVVIEW SOFTWARE 

WorcJ 1(M Word 

BECKEMETEH PEV. TOOLS 

Ui^r^ C Shell 

BLUE CHIP SarrWAAE 

earon 

Millionaire 

Tycoon 

BOS 

SOS AulCKlerk 

BOS Agi[>ihS*H 

BOS Finder 

BOS Finad Aaaaia 

BOS Inwnlory Conlrdl 

BOS Invoicing 

BOS Jdt» Coaliing 

BOS MicrcKC^tKil Ccmpilsr 

EOS ^agoliAlor 

eOS Ncunin*! Ledger 

BOS Qiric# Aulomation PiBOk 

SOS Payrpll 

BOS Pliervar 

BOS Purohasa Ledgor 

BOS Sam Ledgfli' 

BOS Seles Order Pmceeamg 
BOS S«am« 

BOS Wnber 

iOS.'i Op*r*1 ing Syitam 

RTM SOFT 

BBC Bevc Inierpraier 
CASBLIHK 

ST Accounls- 
Holalier 

CHELTEk SYSTEMS 

Small Buein^ss. Accdunis 


OHIPSOFT 
ST Accmjris 
CROSSBOW MUSIC 
Muaic Wnter 

□ATABEHCH 

OjilimLjni 

OATACOOE SYSTEMS INT 
Prr^jvcl Loader 
OELTRON 
Hom-B Plarielanum 

DIGITAL RESEARCH 

C*lcul3tr>r 
C^EM Draw 
GEIA Paint 
GEM Wnie 
ST Baeld 
ST Logo 
DRAGON GBOUP 
J X Foftn - Level 1 
4 jc Forth - Lfliiflli ? 

Forth Aeceleralor 
ST Cokrufing OOOk 
electronic ARTS 
Finantiiai Cook Btwfc 
Marble Madnaaa 
ENGLISH SOFTWARE 
ST Elektraglida 
EXECON SOFTWARE 
Taurue AccounlE 
Taurus Invoicing 
Tau^ua Printers EatrOuote 
Taurua Stock Control 
EXTENDED SOFTWARE CD. 
□■sk Library 
FTUOAStS software 
S undog - Frozen Legacy 
FVDLER HICflOPRDSRAMMING 
AdminiatralOr 
Oataalate 2 

MailtViai^ 


Personal Aaaratani 
Spel'lnralv 
Spreadmate 
GST SYSTEMS 
GST ASM 
OST C 
GST Edit 
HABA 

Ch<tkt>44* Minder 

Haba Calc 

Hab« t>ax 

Haba Hippo C 

Haba Lattar^ (Dusinn^) 

Haba Marge 

Haba Snluliona 

Haba Wllla 

Haba Wnl»r 

HIPPO 

Hippo Art I 

Hippo Backgammon 

Hippo Compuia-r Almanac 

Hippo Corrcapl 

Hippo Pr^k Ulilliiea 

Hippo Fonia 

Hippo John S Quoiei 


HIPPO tom 
Hippo Pikel 
Hippo RAM Dijk 
Hippo Bimpla 
Hippo Spx'll 
Hrppo Word 
HISOFT 

C-Compiisr 
□(fvpat ST 
Pascal ST 
INFOCOH 

A Mind Fpr^vor Voyaging 

Ballyhoo 

Cullhroala 

Deadline 

Enchariter 

Hdcnmkers Guide -Galawy 
Inlidel: 

Planetfail 

Seaeiaiker 

^rcoror 

Spi^ll Breaker 

Starcrosa 

Suapact 

Suspended 

WiE.ribpnger 

Wiinesa 

Zort; I. II, III 

INTELLIGENT SOFTWARE 

3-D Chaaa 

ISLAND LOGIC 

MubIc Syatam (The) 

Polyacar 

KUMA 

K-Oaie 

K-Ham 

K-Sek* 

K-Spread 
K - Word 

lasehsoft 

Laaerbase 

LLAMASOFT 

Coiourapace 

HARK Of THE UNICORN 

Final Word |Wd Proceasor) 

Hex (CutMPrt typo game) 

Mince Ed nor 

PC/Intercom - VTIOO Emul 

HARK WILLIAMS CO 

C Compiler 

Lala Write 

MEGAMAX 

C-Compiler 

HETACOMCO 

Lattice C Cdmpllar 

Macro Asaembler 

Paacal Compiler 

HiCHTRON 

Calendar 

Easy Hsoprd 

Flight Simulator 

Goldrunner 

IBM ASCII Fils Tranaler 
Major Mpliph 
Mighly Mail 

ML^erm fComma Pr-ogram) 
Tranaler IBM-Alan 


MICHDDEAL 

□isik Help 

Flip SitJa iPovprsi Gnnie> 
Lands or Havoc 
M/Copy 

M/DiBk (HAM Oiek) 

MighErpn UtilitieB 
Mud Piet 
Sr>ri-5pODl 
Time Bandtt 

Twin Pack (M/Diak & Sft Spl} 

MICRO-ED INC 

Home Acoountant 

MICnOPRDSE 

Silent Service 

MICROPROCESSOR ENG. 

Forifi - 32-bil 

MIGRAFH INC 

Dra^ Write 

Eaay Draw 

MIRACLE TECHNOLDGT 
ASCII/PrnarcH Comma 
MIRAGE 

Express (Letter Prucaeabr) 
Halmea A DucLworth Forth 
Holm^a A D/w1h Tool Box 
HIHRORSOFT 
Fleal Street Editor 
MONARCH development 
S hipiad ^ Shape/Icon Eddor 

MOSAIC 
Inlegratad 7 
OHNITREHD 

Universe M 

osa 

personal D^Bkit 

Pe/Bonal PmchI 

Personal Prolog 

OTHER VALLEY SOFTWARE 

Della Petrol 

OKU 

Db One 

Word Wiz 

PAPER LOGIC 

ST T«lkit (PAL) 

PARADOX SOFTWARE 
DeeL Diary 
Misaion Mpuiq 
PENGUIN 
CrimiOrt Crown. 

Hyphua 

Penstate 

Tranaylvama 

PHILON 

Geeic-C Compiler 
0aa"C-M Compiler 
C Compiler 
CdPoJ 
Fortran 

Henrye Fundanveritel Baalc 

Paacal Compiler 

RPG 

PLANNER 
Project Manager 


PRECISION SOFTWARg 

Srjprrbaae 

^peracript 

PROGRESSIVE COMP. APP. 

FIg-gal 

Grnphid ArliBt 

PROSPERO SOFTWARE 

Paacal (ISO) 

Pro For! ran 77 

PRYORITT SOFTWARE 
Forbidden Queil 
Ga leway 
PSYGNOSIS 
Brelacdea 

QUEST INTERNATIONAL 
Cashtrader 

Caen trader A nalyzer Mpd u le 
Homtnal/Genflrul Ledger 
Purchaso/Craditore Ledger 
Sales/Deblor? Ledger 
SaloB Invoicing 
StPOk Conlrdl Ledger 

OUlCKViEW SYSTEMS 
Zoomracks 
RAIHBIHD SOFTWARE 

Pawn I The I 
SCargI idbt 

REGENT SOFTWARE 

Regenl Word 
Spelling ChAckar 

rising star industries 

Bu4irtaaa Grapbida 

CaO/CAM System 

Music 

Scheduler 

Spreadsheet 

Valdoc 

Val Draw 

Val Mali 

Val P*in| 

SCAReORQUGH SYSTEMS 
Maater Type 
StERHA ON-LINE 
Black Cauldron 

King$ Queat 1 A Z 

Lhlima 2 

Winnie ibe Pooh 

SM SOFTWARE 

Filemanager 

Spelling GtieckAr 

Spreaclt.hwl 

Word Procesiaor 

SOFTEK/SOFTECHHICS 

Proleu* 

flriyinm 

Timeliriik 

SDFtLOGiK CORP 
Eleciro Calender 
Eloclro Solitaire A Z1 
Logikhron 
SOFTWARE PUNCH 
Atannet 
Ata/rword 
Meganel 

Praalel Emulation 
Pnn.t SptHxler 
Punchpad 


SOFTWORKS 
ASGII/Prasiel Comma 
SPINNAKER SOFTWARE 
Homework Helper iMaih?) 
Homework Helper iWerdt) 
SST SYSTEMS 

Cti^i Cbrnmunicationa Pack 

STONEWARE 
OB Ma^lnr II 

sublogic 

Flight Simulator |i 
Jet 

SUPPLEMENTAL 

Two Key AdbOunting 
SYSTEM ATilCS 

General Ledger 

Invoice 

Payroll 

Purchase Ltfdg^r 
Sales Ledger 
Stuck Control 

talent 

Flextile 

Lost Kingdom Zkui/West 
RAM Diek r Spooler 
TDl 

Andra - Docurnenl Prop 
Muduia Z 
P Syatem 
TELARUM 
Amazon 
Dragon World 
Fahrenheil ^5l 
Kung Fu 

Nine Princea oi Amber 

Perry Maaon Mandarin Bldr 

TK COMPUTER PRODUCTS 

Monday Morning Manager 

TOWHGATE SOFTWARE 

Ceeh Manager (BOS} 

UNISON 

Art Gallery 

Prim Maater 

VIP 

VIP ProleBBional 

WHITEN DALE 

WASP /^i?oi,rtar«£ Time Bcrdng 
WASP Faellene 
WASP Incomplete Reijords 
WASP Ineyranct Brokara 
WASP Integraled Legal Accnhng 
WASP Legal Accounting 
WASP Primera Coating 
WASP Primers Esttmaiiog 
WASP Soli^iirira 
WINDHAM CLASSICS 
Treasure Island 
Wiaard d1 dz 
WORD OF GGD COMHS 
Com Word 
XLENT SOFTWARE 

MegaFont 
Rubber Slamp 
Typerttrai ST 


FRg MEMBERSHIP 



nFREE PRICE LIST & BULLETINt 


'^11 I ii"ji 1 1 M r I <i" 1 


THE UK’s N01 ATARI SPECIALISTS 


To- Silica Shop Ltd, DepI PSIX 0586 , 1-4 The Mews. Hatherley Road, Side up. Kent, DAW 4 DX 

Please enrol me in the FREE Silica ST Software Club and 
send me your price lists & bulletins as they become available 


MifMrs/MB: 


initiafs: 


Surname: 


Address: 


. Postcode: 


I am interested in the Atari ST 


SILICA SHOP LTD, 1-4 The Mews, Hatherley Hoad, 11 ' .. 

Sidcupi Kent, DA14 4DX Tel: 01-30S mi I |l already own an Atari ST 
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Revenger is an arcade style game played with a joystick 
which will suit all abilities. Whilst easy at the initial levels it 
will become quite a challenge for experienced players as the 
game progresses. 

The object is simply to travel in your lunar module from 
the top of the screen to the bottom and back again whilst 
avoiding various asteroids travelling across the screen and 
the occasional alien dropping down from the top. When you 
reach the bottom, you pick up a stranded arcade player and 
transport him back up. Oh, by the way, you cannot touch any 
of the sides or other parts of the grid. 

The game is played with one joystick and movement is 
simply up, down, left and right with the trigger allowing 
faster movement when pressed. You should find levels 1-4 
fairly easy, but watch out on level 5 onwards! Good luck with 
the rescue! 
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BEUENOER * 
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PAUL LAY * 

PAGE & MAGAZINE - EHGLAN1> * 
MMHM M WHWI i MMMHH Ili mmum 


1 REN 

2 BEN Hr 

3 REH Hr 

4 BEM N 

5 BEM * 

6 REM * 

7 BEH MMWMWHl i ] 

e BEH 

±0 GRAPHZC5 10iHI5C=®:POSITION 4,3 
20 ? »&;"INITIALISING"iGOSUS 918 
30 FOR L-» TO 2iPOKE 532S6+L,0!NEKT L 

4B GRAPHICS 1:POKE 752,1_ 

50 POSITION 5,2 1? ttG j 
GO COLOR 42; PLOT 5,5:f>RAHTO 14,0 
70 ORAHTO I4rI0:ORAHTO 5,10iORAHTO 5,6 
00 ? '■ BY PAUL C.LAV":? 

50 ? " TO CHANGE OIEEICULTV 

leo 7 " TO BEGIN"; : 0 = 1 

110 POSITION 7,0!GOSUO 110+10H|> : GOTO 1 
50 

120 7 06"; RETURN 
130 7 aej'-canoin:"; RETURN 

140 7 06 j" r;rjT:T*l RETURN 
150 If PEEK(53275)=6 THEN 200 
150 IF PEEIC(53275J 05 THEN ISO 
170 0-0+1;IF 0>3 THEN &-! 

ISO fOiR L-SO TO 0 STEP “1 

150 SOUND 0,L,10,101NEMT L;GOTO 110 

200 POKE 53255,0-1+(0=31 


210 SC=0;LE=1:LI=5 

ZZB GOSUB 1040:GRAPHICS IBsPOSITlON 6, 

3 

230 ? 06;"PREPARE*'; POSITION 3,5 
240 ? 06;"FOR":POSITION 6,7 
250 ? 06;"LEUEL "fLE 

250 FOB L-1 TO 3:POKE 712,0 SPOKE 700,1 

4 

270 SOUNO 0,100,10,141F0B L2=l TO ZOO 
250 NEHT L2;P0KE 712,14;P0KE 703,0 
290 SOUNO O,200,10,14iFOR L2=l TO 200 


by Paul Lay 


GN 

ZC 

KU 

TM 

ZR 

VE 

OR 
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KV 

QU 

zo 
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UE 
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NU 

GL 

VB 
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TW 

GP 

RH 

SG 

55 

AN 

UB 

HN 

E¥ 

OH 

RA 

UQ 

OP 

KO 

KK 
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ST 

RH 

JI 

OH 

TO 

OL 

TN 

PT 

OT 


VH 


GK 

EC 

MM 

TA 


300 NEMT LZINERT LISOUNO 0,0,0,0 

310 GD5UB 1200 SPOKE 512,132;POKE 513,5 

320 POKE 1537,1Z4:P0KE 1544,17 

330 POKE 53277,SIPOKE 559,62 

340 1$(51=CHR$(01 i1$ (71=CHR5 (51 

350 POKE 205,125:POKE 53250,150 

350 POKE 204,0 i L=IJ5B (ADR (1511 

370 POKE 54206,192;SOUND 0,0,12,10 

3B0 SOUND 1,244,10,5;SOUND 2,245,10,5 

390 POKE 623,1:POKE 5327B,0:L=OSR(ADRC 

J53}:P0KE 623,4 

400 IF PEEK(532521=4 AND PEEK (532601=0 
THEN S90 

410 FOR L=0 TO ZlSOUND L,0,O,0sNEKT L 
420 FOR L=255 TO O STEP -20 
430 FOR L2=0 TO 7:POKE 1636+L2,Z55»RNO 
(11 

440 SOUND 0,L+3NL2,5,lOlNEHT L2 

450 POKE 712,16NINT(13»DND(111+32-1/20 

;HEHT L 

460 SOUND 0,0,0,0:L1=L1-1 

470 FOR L=0 YO 3iPOKE 7O4+L,0:NEKT L 

430 15 (51=CHB$1953 :1$ (73 =CHRS(2253 

490 L=USR(ADRCI$11:GRAPHICS 1 

500 FOB L=« TO 3:POKE 5324B+L,0;NEHT L 

510 IF LI>0 THEN 220 

520 POSITION 5,ZI7 *t6;"ga^e over" 

530 POSITION 2,7:? tl6;"¥0UR SCORE >‘'jS 
C 

540 IF SOHISC THEN HrSC = 5C 

550 POSITION 2,9; t (16; "[01311 PlN'i:i4 Q" ; H 

ISC 


5 T ft R Ti 


■■ -' ■■■■ » 

570 IF PEEK(532791<>6 THEN 570 

550 GOTO 40 

590 IF DI=1 THEN 730 

600 IF PEEK(15441>=191 THEN POKE 1544, 
19l:G0T0 390 

610 FOR L=0 TO 2:S0UHD L,e,e,0:NEMT L 
620 POKE 1537,124:POKE 1544,17 
630 POKE 7O5,0iPaKE 70G,0;FQR L=1 TO 6 
640 POKE 1635+ L,S (3,L3 :F0B LZ = 1O0 TO 1 
10 

550 SOUND O,L2,1O,L2/10:NEKT L2;NEKT L 

550 SOUND 0,0,0,0:FOR L=1 TO 15 

670 POKE 1537,24;P0KE 1635,0 

660 POKE 1639,124;FOB L2=l TO 20 

690 NEMT LZIPOKE 1537,80;POKE 1638,64 

700 POKE 1539,60:FOR L2=l TO 20 

710 NEKT LZINCKT L;SC=SC+10;LE=LE+1 

720 GOTO 470 

730 IF PEEK (1544)<17 THEN POKE 1544,17 
;GOTC 390 

740 SOUND 0,0,0,0!POKE 705,0:POKE 706, 
0 

750 POKE 1537,124:POKE 1544,191 
760 FOR L=1 TO 5JP0KE 1635+L,S(3,L3 
770 FDR L2 = 10O TO HO 

750 SOUND 0,LZ,i0,LZ/i0:NEHT LZsNEMT L 
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5D 7?0 SOUliD tl, Cl * 0,0 t FOR L = 1 TO iS 
IH eoe POKE 1&37,24:P0KE 
CV 840 POKE 16X9,124:FOR L2=l TO 20 
TE 020 KEXT L2:P0KE 16X7,88lPOKE 1&38>&4 
OS 8X0 POKE 16X9,60iFOR L2=4 TO 20 
5Ki 040 l*EKT L2 : NEKT U:FOfl L = ± TO 0 
RK 860 POKE ieX5l-L , 9 C2 , L3 : FOR LZ^lOe TO i 
lO 

SK 860 50Uttt> 0,L2,10,E2/i0:llEKT L2£MEKT L 
5M: 870 60UIID 0, 0, 42,40 : POKE 6X249,0 
DC 880 POKE 6X260,266:POKE 705,26 
gc 890 POKE 706,168:DI=2:6C-6C+10 
zp 900 ? CHn$ci683j^* ■iTum^ ■■cua 

m "jLi;" mmtum "iLEjjcoTo 390 

CL 910 DIM ISCll),JStl27>,6C3,31 
HU 920 t=0:FOft L-1 10 11:READ C:T=T+C 
MR 930 ISCL3-CHPSCC]:MEKT L 

gj 940 IF TOIOSS THEM ? ■'** DATA ERROR I 
N LINES 1610-4620 »»"j8TOP 
JP 950 T=05F0H L=1 TO 127:READ CST“T+C 
HC 960 JS (LI =CHR9 CO : HEMT L 
TH 970 IF T<>154e8 THEN ? DATA ERROR 

IH LIMES 1530-1710 -tHt“:5T0P 
OR 90® T = ®:F®R L=:l636 TO 1706: READ C 
RM 990 T = T«‘C:P0KE L,C:MEKT L 
TK 100® IF T024163 THEN ? DATA ERROR 

IH LIMES 1720-1960 ^FK*■ ! STOP 
GV leiO FOR L=1 TO OiREAD 0,B,C 
CJ 1020 SCl,Ll=fl:S(2,LJ=0:St3,Ll =C:KENT L 
AI 103® RETURN 

MX 1040 GRAPHICS 6:POKE 669,0 
EM 1068 P^PEEKC10&>-16 
PT 1060 POKE 1649,®:POKE 1650,P+4 
ZH 1070 POKE 1567,OJPOKE 1568,P+5 
KO 1080 POKE 1601,0:POKE 1602,P+& 

MB 1090 POKE 704,6OlPOKE 705,26 
ZC 1100 POKE 705,168:POKE 707,52 
AF 1110 POKE 54279, P:U = 4+tt6-LEl 
KH 1120 IF LE>6 THEN U=4 

NO 1130 FOR L = 2S6-KP+ieS6 TO Z58»P + 1983 ST 
EP U 

DH 1140 POKE L,125:POKE L+1,129 
CJ 1150 POKE L+2,129:POKE L+S,128:NEKT L 
GU 116® FOR L=0 TO 41 
KI 117® POKE 1706+L,2S5WRHDtl3 
ZZ 1180 POKE 1746+L,6+e*RMDCll+16«IMftl5« 
RND CD > 

IH 1190 NEXT L:RETURN 

H5 1200 GRAPHICS 6:POKE 559,0:POKE 82,0 

ZK 1210 D=PeEKC660J+256»PEEKtS6iJ 

FK 1220 POKE D-2,112;P0KE D-1,68 

ZK 1230 POKE D,0:POKE D+1,P!P0KE DF2,132 

CH 1240 POKE D+3,202:F0R L=D*6 TO D+44 

TZ 1250 POKE L,138:MEKT L:D=D-2 

TE 1260 HI-IMT<D/256J!LO=D-2S6*MI 

IK ±270 POKE 560,LO;POKE 561,HI 

GA J.280 POKE Dt47,196 : POKE D + 50,132 

OF 1290 FOR L=Z56«P TO Z56*P+39 

PP 1300 POKE L,10:MCKT L 

MM 1310 FOR L~Z55»P+41 TO 256«P*7a 

Mg 1X20 POKE l,o;next L 

MS 1330 FOR L=18 TO llJPGKE 2S6K:p+L,82 
HC 1340 NEXT LiPOKE 256»P+40,10:POKE 762, 
1 

lU 1350 POKE 2S6KP + 79 , lO : ? CHRS tl2S3 ;; 
JR 1360 FOR L = 1 TO 38:? “ '■;:NEHT L:? 

t 

PF 1370 FOR L = 1 TO 18:’ *'»"{:NEHT L 
FP 1380 FOR L=± TO 4;? CHR$C183;:MEKT L 
PL 1390 FOR L = 1 TO 18:? ■■«'';:MeHT L 
AG 1400 POKE 559,34fC0L0R 1 ; PLOT 24,110 
JU 1410 DRAMTO 64,10:PLOT 0,0 
gG 1420 DRAHTO O,47:PL0T 79,0 
KJ 1430 DRAHTO 79,47:M=LE 
gL 1440 IF Le>7 THEM M=7 

Hli 1450 FOR L = 1 10 MiPLOT L»797 CM+1J , 2O 


YO 1460 DRAHTO L»79>^ tM+D , 35 : MEMT L 
CL 1470 di=i:for L=^1 to S 
WF 1480 POKE I535*L,SC1,LJ:NEKT L 
PI 1490 ? :? a»trf:Ta “;SC;" "JLI; 

OP 1500 ? " ”;LEj:return 

OP 1510 DATA 104,169,6,160,O,162,6 
nr 1520 DATA 32,92,228,96 

20 ±530 DATA 104,155,209,201*41,208,250 
GR 1640 DATA 169,42*1X3,209,173,4,200 
LJ 1550 DATA 240,1,96,173,12,208,240 
HH 1560 DATA 1,96,236,196,2,173,195 
TK 1570 DATA 2,9,18,141,196,2,165 
TR 1500 DATA 205,41,63,141,0,210,169 
DA 1590 DATA 0,133,77,133,208,173,132 
GK 1000 DATA 2,285,2,230,208,230*208 
VV 1610 DATA 173*120*2,201,14,208,13 
LA 1620 DATA 17X * 8,5,66,229,208,141 
LM 16X8 DATA 8,6,240,183,208,181*201 
NN 1640 DATA 13,208*13,173,8,6,24 
OL 1650 DATA 101,208,141,8,5,240,166 
JH 1660 DATA 208,164,201,11,206,13*173 
KU 1670 DATA 1,5,66,229,200,141,1 
OR 1680 DATA 6,240,149,208,147,201,7 
SP 1690 DATA 208,143,173,1,6,24,101 
Py 1700 DATA 200,141,1,6,240,132,208 
FL 1718 DATA 130 

GO 1728 DATA 169,0*141,8,208,160*0 
TE 1730 DATA 162,0,185,96,0,157,255 
HK 1740 DATA 255,232,208,192,16,208,244 
RA 1750 DATA 168,0,230*205,166,205,185 
HG 1760 DATA 112,6*157,255,255,232,200 
IC 1770 DATA 192,18,208,244,166,205,224 
R1 1780 DATA 247,200*10,102,0,134,205 
08 1790 DATA 174,10,210,142*1*288,150 
LJ 1888 DATA 0,238,284,160,284,185*122 
RK 1610 DATA 0,157,255,255,232,200*192 
LG 1020 DATA 10,200,244,156,204*224*247 
TK 1830 DATA 288,10,162,8,134,204*174 
NJ 1040 DATA 10,210,142,2,208*162*0 
yV 1650 DATA 134,209,70,95,228*0*0 
ZE 1800 DATA 0,8,255,255*255,255,255 
RR 1878 DATA 255*255,255,0,0*0,8 
KK 1880 DATA 0*165*153*255*98,125,255 
CL 1898 DATA 219,219,0,0,60,126,255 
BU 1900 DATA 153,221,255,219,146,0,72 
OH 1910 DATA 138 * 72 * 185,209 * 189,109,6 
BL 1920 DATA 141,10,212,141,3,280,189 
TI 1930 DATA 218,6,141*21*208*46*5 
MM 1940 DATA 254,169*6*76*103,0*222 
JU ±950 DATA ±69,6,230,209,104,178*184 
SI 1968 DATA 64,236 

FC 1970 DATA 219,24*24,219*60,88*255*126, 

64 

DL 1900 DATA 165,255*60*255,165*26*126,25 
5*26 

PE 1998 DATA 68,219.24,24*219*36 Q 


COMPUTE-A-WIN - MKII 

- By Popular Demand - now alsa on DISK - 
- now includes ^Horses for Courses* > 

2 COMPLETE PROGRAMS FOR I HE PRICE OF 1 
Prog. A - FLAT RACING 
Prog. B - N/HUNT RACING 

Each program covers all tracks m England & Scotland 
Each self contained program allows choice of 
L QUICK sclrcuon - using any daily newspaper (no racing 
knowledge required) 

2 SPECIALIST selection - using infoimaiion given in a popular 
‘Racing’ paper e,g, past form, weight carried, state of track* 
traincr/jockey ratings* speed ratings, draw position etc. 
CASSETTE t- £6.95 i 400/6O0/SO0 
DISK:- £9.95 ^ XL BOXE ^ Required 
LOWMAC SOFTWARE 

L MOORE AVENUE-DUNSTON-GATES HE AD NEll 9UE 
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A Guide to Atari 
Error Codes 


by Steve Pedler 


\ 



As everyortt should know, when an error occurs during 
ihe running of a BASIC program, a code is returned lo the 
user indicating the of error that has taken place. 
Unfortunately, you then have to look up the meaning of 
these codes in a manual, and the explanations are all too 
often very brief and written in a kind of Aiarispeak which 
may be difficult if not impossible to interpret. A better 
explanation of these codes might not come amiss and I 
therefore present a guide to the meaning of ATARI Error 
codes, why they occur and how to avoid them. 

In this guide 1 give the error codes followed by the “offi¬ 
cial* name as found in the Atari BASIC Reference Manual 
(appendix B). Note that error names may vary between 
different publications (even Atari publications!) as may the 
explanations given. 

For further information, see the following sources: 

Atari BASIC Reference Manual (Atari Inc.) 
Technical Rgference Notes (Atari inc,) 

DOS 3 Reference Manual (Atari Inc.) 

Your Atari Computer (Osbome-McGraw^ Hill) 
Revised Mapping the Atari (Compuiel Books) 


Part 1 - Language specific errors. 

Errors 2 - 21 only occur when a BASIC program is run¬ 
ning. Other languages (e.g. the Assembler-Editor car¬ 
tridge) also use these numbers, but have a completely 
different meaning. You should also note that errors occur¬ 
ring during the execution from BASIC of machine- 
language subroutines may generate error codes which bear 
no relation to the error which actually occurred. 

Error-1 

There is in fact no ‘error* 1 in Atari BASIC. The value 1 
is returned by the operating system on successful comple¬ 
tion of an input-output (I/O) operation. Quite properly, 
BASIC doesn*t bother telling you this, hut just gets on 
with the job. 

Error-2 Memory insufficient* 

During the running of a program, BASIC maintains a 
series of pointers in RAM to keep track of memory usage. 
Two of these are MEM TOP (locations 741,742) and 
APPMHI (14,15). MEMTOP is a pointer to the top of free 
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memory. Above the location found in MEMTOP is the 
display list, and following that the screen RAM. iTie value 
in MEMl^OP is moved up or down depending on the 
graphics mode selected, the greater the memory require¬ 
ment for any mode, the lov^er is the value contained here. 
APPMHI is a pointer to the top of your BASIC program. 
Whenever a new line is added to the program, or when 
space is reserved for a string or array by the DIM state¬ 
ment, the value in APPMHI is increased. If, either during 
the typing in of a program or during a run, the value in 
APPMHI is greater than that in MEM TOP, error 2 is the 
result. (There is an exception - see em>r 147). 

This error may also occur if RAMl’OF (106), the poin¬ 
ter to the top of available memory, is moved down 
too far, since this will also cause MEMTOP to be lowered 
when the graphics mode is changed. This could occur dur¬ 
ing repeated runs of a program which deliberately lowers 
RAMTOP (e.g. during debugging). Fo avoid this, press 
Reset before re-running such a program. 

Error-3 Value error. 

This is a common error which can be suipri singly dif¬ 
ficult to track down. It occurs when attempting to use a 
number whose value is in some way unacceptable to the 
computer. Trying to I*OKH a memory location with a 
negative number or one greater than 255 will cause this 
problem. So too will trying to access part of a string or 
array with a negative index value, or if the second index is 
smaller than the first. For example, the following lines 
would generate this error: 

10 DIM A3(9):? A5(7,l) 

20 END 

On the face of it this should be easily avoidable. 

However, frequently a program first computes the value of 
a variable then uses the variable in a POKE statement or 
as a string or array index. It is all too easy during the ini¬ 
tial computation to obtain a value that is not acceptable to 
the machine. If the cause of this error is not clear, check 
the actual value of your variables against what you think 
they should be. 

Error-4 Too many variables. 

Atari BASIC only allows you the use of 128 difTerent 
variable names. In practice, this should be enough for 
most applications, so that you are unlikely to see this 
error. One point to beware of is that variables used during 
program development, but not in the final version, will 
remain in BASIC’s variable name table even if no longer 
used in the program* If you are running short of variables, 
you can clear out the unwanted ones by LISTing your 
program to cassette or disk, typing NEW (which clears the 
variable name table) and ENTERing your program again. 

Why does this limitation exisL^ When a BASIC program 
is present in memory (or SAVEd to cassette or disk) it is 
in tokenised form rather than full ATASCII format. Each 
BASIC keyword is stored as a one byte token, so that (for 
example) the word RES TORE is stored as one byte rather 
than seven (one for each character). Variables are also 
stored as tokens, so that no matter how long the variable 


name, it still only takes up one byte each time it occurs in 
the program. One byte can only contain 256 different 
numbers, the BASIC keywords are allocated numbers 0- 
127 (though not all are used) leaving the numbers 128-255 
for the variables - giving 128 different names. 

Should you need more than 128 variables, then you can 
store numeric variables as elements of an array. For exam¬ 
ple, the statement DIM ARRAY(99) will set up an array of 
100 elements. Each of these elements can hold a different 
number, but the array still only takes up one variable 
name. 

Error-5 String length error. 

W^henever you use a string, you must first tell the 
machine how^ long you w^ant the string to be, using the 
DIM statement* BASIC then reserves a section of memory 
to contain the contents of your siring. The convention 
used is that the first character of the string is given the 
index value 1 (i.e. PRIN E A5(l,l) would print the first 
character of AS). If you use zero as an index, then error 5 
occurs. Incidentally, note that just to be confusing, the 
first element of an array is given an index of iero! 

Ihis error will also occur if you use an index value 
greater than the dimensioned string length* If you need a 
longer string, you will have to alter the original DIM state¬ 
ment. Once again, it is easy to cause this error when using 
variables as siring indices. See also errors 3 and 9. 

Error-6 Out of data error. 

Wlienever you use ihe REIAD statemeni, BASIC 
obediently tries to read as many items of DATA as you 
have instructed. Every time one piece of data is read, a 
pointer is updated to point to the next piece. If BASIC 
finds that there is no more data in the program, but it is 
still under orders to READ, then the run stops and error 6 
is returned (but see below^). This error is usually caused by 
miscounting the number of data items to be read (often by 
means of a EOR...NEX f loop) or by missing out one or 
more pieces of data. A slightly more obscure cause is that 
the pointer is not moved during a GOSUB...RETURN 
loop. If your subroutine reads data contained in lines 
w'hich are part of the subroutine itself, and control then 
returns to the main program, w^hen you next try to read 
data the pointer will be pointing to data lines following the 
subroutine (if any). To avoid this, you should make 
appropriate use of the RES'EORE statement. 

You can make use of this error in your programs. If you 
have large amounts of data to read in, then rather than 
count them all up, you simply set a TRAP to the line 
where the program is to continue when all DATA Is read* 
You then set up a simple loop which forces BASIC to read 
data until there is none left, at which point error 6 occurs 
but is caught by the TRAP and the program then con¬ 
tinues as norma). 

Error-7 Number greater than 32767, 

iBcoreticaliy this error means that you have used a 
number greater than 32767 (hex S7FFF) where this is not 
acceptable to the machine. In practice, the only reason 1 

continued overleaf 
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know for this error is a line number larger than 32767 - 
and I’m not sure why this liinii exists. Does anyone else 
have any further information? 

If you try to type in a line with a line number of 32768 
or more, you simply get a syntax error on pressing Return. 
However, Atari BASIC allows you to use variables as line 
numbers in statements such as GOTO, GOSUB etc. so 
look out for the possibility that the variable is larger than 
the allowed limit. 

£rrai>8 Input statement error* 

When you issue an INPUT statement, BASIC expects 
the program to enter an appropriate reply, (either via the 
keyboard or from cassette or disk) which will either be a 
number or a character string. While it is quite acceptable 
to enter numbers in response to a string input request (the 
characters making up the number are treated just like any 
other string) it is not acceptable to enter a string when 
BASIC expects a number, TTiis is because BASIC will try 
to assign the number which is input to a variable (e.g. if 
you respond with ‘450’ to the statement ‘INPUT A’, the 
variable A gets the value 450). It clearly can’t do this with 
a string of characters, and so will generate this error. Pre¬ 
ssing Return without entering any number at all will also 
cause the error. 

You can prevent users crashing your programs in this 
manner by setting a TTAP so that any input which 
generates an error could print a message and a request to 
try again, 

Erroi^9 Array or string DIM error* 

There are three possible causes of this error, 
i) As mentioned above, in Atari BASIC you must DIMen- 
sion all strings or arrays before use. If this is not done, and 
you try to use an undimensioned string or array, this error 
results, 

Li) You may also only dimension a string or array once per 
program run. A good practice would be to contain your 
initialisation code (including setting up strings and arrays) 
in a separate subroutine called only once at the start of the 
program. This will prevent accidental redimension of your 
strings. Should you for some reason need to redimension 
strings or arrays during a program you must use the CLR 
statement to undimension them first, 
iii) Tliere is an absolute limitation of dimension size of 
32767 for strings, and 5460 for arrays. Exceeding this limit 
will generate error 9, Different strings or arrays when 
combined may however exceed this limit, providing you 
don’t exceed available memory, in which case you will get 
error 2. (The odd looking figure of 5460 for array size 
comes about because DlMensioning an array to this size 
sets up the array to hold 5461 elements. Since each ele¬ 
ment takes up six bytes, and 5461 x 6 = 32766, one more 
dement would exceed the 32767 limit.) 


Error-10 Ar^ment stack overflow* 

As BASIC processes a program line, if it comes across 


an arithmetical expression it first places the various 
arithmetical operators it finds on an ‘operator stack". The 
order in which the operators go on the slack is of some 
importance, since it determines the order in which BASIC 
carries them out. In some cases the order depends on 
priority (multiplication has priority over addition, for 
example), otherwise on the order they occurred in the 
statement. This order can be specifically overidden by 
using parentheses. The size of the stack is limited. If the 
number of operators or the number of parentheses cause 
the stack size to be exceeded (stack overflow), error 10 is 
returned. If this occurs, you will have to simplify the 
ofiending expression. 

Error-11 Floating point overflow/underflow 
error* 

BASIC stores numbers in your program in a ‘floating 
point’ formal, using six bytes every time a number occurs. 
(It is clearly more economical of memory to assign a vari¬ 
able to a number if you intend to use that number fre¬ 
quently, since this will only use one byte every time it 
occurs.) By using this formal, BASIC can utilise numbers 
as large as 10 to the power 98, or as small as 1 divided by 
10 to power 99 (should be a good enough range for most 
purposes!). If you exceed these limits, then BASIC can’t 
handle it, and this error results. The usual cause of this is 
inadvertantly dividing a number by zero (the theoretical 
result of which is infinity). 

£rror-12 Line not found* 

Certain keywords in "BASIC are followed by a line num¬ 
ber, e.g. GOTO, GOSUB, etc. When such a statement is 
processed, BASIC attempts to find the indicated line, If it 
can’t do so, then it ticerally has nowhere to go, so the run 
stop® and this error is returned. 

There is an interesting feature here to do with the 
TRAP statement. If you set a trap to a nonexistent line 
number, and an error occurs to spring the trap, then 
instead of error 12, as you might expect, you gel the error 
which sprung the trap in the first place. You can use this 
to clear previously set traps which are no longer wanted, 
by setting the trap to a line known not to exist (e.g. TRAP 
40000), 

Error-13 No matching FOR statement. 

On processing a FOR statement, BASIC puts 16 bytes 
into an area of memory called the run-time stack. This is 
in RAJVU pointed to by locations 142 and 143, and is 
situated directly above the strin^^^array area (itself just 
above the main body of the program). The first 12 bytes 
are the numerical limit the variable can reach then the 
step increase or decrease (six bytes per number in floating¬ 
point format). The remaining four bytes are the variable 
number as it occurs in the variable name table, the line 
number where the FOR occurs, and the offset into that 
line. When it reaches the corresponding NEXT, BASIC 
checks that the variable limit is not yet reached, and then 
returns to the line containing the FOR. Clearly, if BASIC 
finds a NEXT without a corresponding FOR, there is 
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nothing on the run-time stack to indicate the point of 
return, and program execution must stop. 

GOSIJB statements also use the run-time stack, placing 
four bytes on iL These are an identifier byte to indicate a 
GOSIJB, the line number to go back to on reaching the 
RETURN statement, and the offset into that line. See the 
description of error 16. 

This error also occurs if your FOR*,*NEXT loops have 
not been properly nested. If the variable in the NEXT 
statement is not the same as that in the FOR entry on the 
stack, then the same problem arises. 

Error-14 Line too long error* 

When you type in a line of code and press Return, your 
line goes into BASlC*s input buffer, 128 bytes located 
from 140S to 1535 (58(T5FF hex). BASIC then proceeds to 
tokenise the line (see error 4 above for an explanation of 
tokenising) and puts the resulting tokens into its output 
buffer, 256 bytes of RAM located above the value con¬ 
tained in MEMLO (743, 744)* If the length of the 
tokenised line exceeds 256 bytes during the tokenising 
process, error 14 occurs. It’s not very likely, but if it does 
happen you will have to shorten the line, 

Error-15 GO SUB or FOR line deleted. 

This is a strange error which I have never actually seen 
in practice. You will remember (see error 13 above) that 
GOSUB and FOR statements use the run-time stack to 
indicate the line to which control should pass on reaching 
the RE rURN or NEXT statement. Tliis error means that 
on reaching a RE'fURN (or NEXT) BASIC fetches a line 
number from the run-time stack, but cannot then find that 
line. This in turn implies that the line was deleted between 
BASIC’s encountering the GOSIJB (or FOR) and the 
RETURN (or NEXT), It is difficult to think of cir¬ 
cumstances in which this might occur, but it is possible 
that FOREing around in the area of RAM which contains 
the program might alter line numbers. Another possibility 
is faulty RAM, causing program lines to be lost. 

Error-16 RETURN error. 

ITiis error is analogous to error 13 above. On reaching a 
RETURN, BASIC gets the line number to return to (and 
the offset into that line) from the run-time stack. If a 
RETURN is reached before a GOSUB, there won’t be an 
entry on the stack and program execution will have to 
stop. 

Error-17 Garbage error, 

A very reassuring error message to get! ^Tiat it means is 
that while executing the program, BASIC has come across 
a line which contains non-executable (garbage) code. 

There are several possible reasons. Although Atari BASIC 
performs syntax checking on entry of program lines, it is 
quite easy (especially if you are in a hurry) to miss the 
syntax error display you normally get. This erroneous line 
will however be entered into memory (at least in part), 
and when BASIC finds it again error 17 is the result. It is 
also likely that POKEing directly into the RAM contain¬ 


ing your program would alter the code, causing havoc at 
run lime. The third possibility (least likely of all) is that 
your RAM might be at fault, 

Error-lS Invalid string character. 

This error relates to the use of the VAL function. 
Although numbers are usually held as constants or as 
numeric variables, it is possible to store numbers as 
strings. 1 o convert a number to a string, you use the 
STR% function. You can then perform string handling 
operations on the result. To convert the string back into a 
number for arithmetical operations, VAL is used, VAL can 
only be used however if the string is composed of num¬ 
bers, or (at the least) if the first character of the string is a 
number. If this condition is not met, this error is 
generated. 

Errors 19 LOAD program too long. 

This error is a very simple one: it means that the pro¬ 
gram you are trying to LOAD is loo large to fit into the 
available RAM. This is not likely to be seen with today’s 
48K-plus machines, but it must have been fairly common 
in the days of the 8K Ataris. There is no easy solution; if 
this happens, you will have to install some more memory 
in your computer. It is possible that this error might occur 
in a 48K machine with faulty RAM. 

Errof-20 Device number error* 

lEis error occurs during input/oulput operations if you 
try to use an incorrect lOCB (channel) number, (See error 
134 in the second pan of this article for a brief explanation 
of lOCBs.) The Atari can use up to eight lOCBs (num¬ 
bered 0-7) for communication with peripherals, but 
BASIC reserves lOCB for its own use. The lOCB 
number is the number following the *hash’ sign in state¬ 
ments such as PRINT #6, OPEN #1, CLOSE #7, etc, and 
must be numbered from one to seven inclusive. See also 
error 134, 

Error^ll LOAD file error. 

When you try to LOAD (or CLOAD) a program, the 
computer expects to receive a BASIC program in 
tokenised format (see error 4 for an explanation of tokenis¬ 
ing). Tokenised BASIC programs are only stored on 
cassette or disk w^ith the SAV^E (or CSAVE) command, 
and files created by any other means will not be in this 
form. Trying to LOAD anything other than a tokenised 
BASIC program will produce error 21. Examples of such 
files would include any file LISTed to cassette or disk (full 
ATASCII format), machine language programs, screen 
memory dumps etc. 

If this error occurs, you will have to use the correct 
command to reload your file. For example, this would be 
ENTER for LISTed files, the DOS binary load (option L) 
for machine code files, and so on. 

Next issue - Steve Pedler coneludes this article with a 
comprehensive look at the Error codes associated with 
INPUT/OUTPUT and the C^>^atifsg System, 
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programming 


We all know that the Atari is an incredibly versatile 
machine but there are some tasks that most people believe it 
cannot do. 1 would like to take a couple of these *inipossible^ 
tasks and prove that the Atari is even more versatile than 
you thought. 

Everyone should know that display lists can be mixed 
horjjsontaify by building a new display list but ask many 
experts if you can combine different graphics modes ver¬ 
tically across the screen and they will say it can’t be done, llie 
program GRAPH DEM here proves that it is possible to mix 
Graphics 8 and 9 in this way and there is no reason why you 
cannot amend it to include graphics 10 or 11. 

A CONSISTENT MODE 

Both programs presented here use a graphics 8 screen as it 
is one of the most consistent graphics modes as far as DMA is 
concerned. In fact every scan line uses the same amount of 
DMA with the exception of the two 1ms scan lines. The first 
1ms scan line is two machine cycles ahead of a normal scan 
line while the second is three cycles ahead. We have to take 
account of the differences in our timing loop. All graphics 
modes are, in fact, more consistent than text modes. 

GRAPHDEM 

This program generates a screen consisting of a margin of 
Graphics 8 down the left hand side of the screen with the rest 
of the screen in Graphics 9. To add further variety, the nor¬ 
mal 4 line Graphics 0 text window is retained. One use of this 
arrangement Is the ability to draw graphs in 16 intensities 
neatly labelled with 40 column text. 

"Die technique is performed by changing the GTIA selec¬ 
tion in PRIOR ($D01B) at a particular point during every 
scan line, W'e end up with every scan line comprising32 pixels 
of Graphics 8 followed by the rest of the screen in Graphics 9. 
W'e can access these fix>m Basic by fooling the OS into think¬ 
ing that we are in either Graphics 8 or 9 (subroutines GR8 
and GR9) and then drawing to the relevant section of the 
screen. 

I’he DLl used is provided in source form with this article 
and obviously by increasing or decreasing the delay between 
changes to PRIOR we may increase or decrease the propor¬ 
tions in which the screen is split between the two modes. 
Obvious other applications are graphs such as pie charts and 
so on whilst graphic adventures could be drawn in Graphics 9 
with text or status information down the side in Graphics 8. 
There are many other applications where labelling is 
required. 

One immediate question which arises is is whether it 
would be possible to do the same with ANTIC, that is , on a 
single scan line, change between ANTIC ^E and ANTIC §¥ 
display mode. Unfortunately it doesnh look like this is possi¬ 
ble as according to the Hardware Manuals, ANTIC^s Display 
List Instruction Register (IR) cannot be directly accessed by 
the programmer. 


DOING THE 


EttCLAND 


El 1 NEH mm >* » ■■ ■ 
KH 2 REH W GRAPHICS D/t &EMO * 

LH 3 REH » by * 

EM 4 REH R PAUL LftV * 

EC S REM « —-----* 

IE A REH ft PAGE B HaGAZXHC - EttCLAHD R 
EO 7 REM WH mmw wiiM m iMiiH WRRWW WRMWwww wRRR* 

OU 2a DATA 72rl3B#72,152,72,16?,» 

uc xa DATA lae,iBBj141, 

OU 40 DATA 141,27,20Dr724,lee,244,1 
OI SB DATA 2X4,224^00, £40, 2,133^ZB3 
FA ee DATA 1X3,203,2X4,2X4,234,^2X4,140 
BH 70 DATA 27,2Bfl,ZBZ,ZBS,227,±41,IB 
VO 00 DATA ZIZ,141,27,ZOe,1B4,140,104 
VT 70 DATA 170jlB4«D4 
VL IBB FOR I=lS3fi TO 1EB7:READ J 
KH 116 POKE l,aiMEHT I 

BB 130 GRe = lSB«Ca7=17BI GOTO iBO 

TU 140 REM ACCESS GR.B 

EJ ISO POKE e7,B;RErURH 

11B 160 REM ACCESS GR. 7 

FA 174 POKE B7^7lRETURN 

US IBB GRAPHICS BlPOKE 762,1 

HD ISO POKE SlZjBiPOKE 51X,0 

FM 244 DL=PEEKC5B41+26ERPEEKCS61J 

UT 210 POKE Di*2,PEEKeDLtZl+12B 

01 220 POKE 54Zk4,l72 

UO 234 REM ilAiJili P Tgl? 

VE Z44 REN IftandOH Graphs! 

GR ZSB DIM PCOl 

A1 200 FOR T=4 TO 7!READ JsPCl3‘JiHEKT I 
ME Z7a DATA 120,64,X£,16,S,4,2,1 
OH ZBB POKE 7B7,12±PaKE 7ie,BiP4KE 712,20 
B 

OF 2711 GOSUB GRB; COLOR 1 
VP 3B4 PLOT 27,0:DRAHTD 27,137 
ZZ 31B PLOT 2a,0:DBAHTO ZB,167 
BO 32« fDH ¥=1 TO 17:PLOT 23,162-8«Y 
PH 3X0 DRAUTO 2B,16Z-B«V 
LH 340 H=VJKP=16-BRtM>71IVP=1SB-4RV 
HI 364 GOSUB BIB IHEKT V 
J3 364 7 **0" J CHHS (17! J t FOR M = 1 TO 16 
FT X70 ? CHRStlBJjCHn«fZ31i!MEMT Ke7 
FA XB0 0123 4 5670711111 

1 1" 

GV 370 ? 4 12 3 4 

5 6'* 

UC 4BB G4SUB GR7 
UL 410 FOR C-1 TO 15ECOLOR C 
ZJ 420 t1 = 14eRRHD COl 
RB 434 FOR U=B TO 3 

HD 440 PLOT 7 + 4R1:fh, 157 : DRAMTO 7 + 4«C + H, H 
FV 454 HEMT UlMEHT C 
CP 460 U=14SPOKE 764,255 

¥J 474 IF PEEKT7e4}=266 THEM SOUND 4,244, 
2 , V S U = U-4,25 + 14RCU = 07 IGDTD 470 
GH 4Sa SOUND 0,4,0,6 £ COLOR B 
FB 470 FOR K=ll TO 77JPLOT K,167;DBAUT0 K 
,B!HEHT K 
500 GOTO 4ia 

FK 510 C=ll»CASC CStR^CHI 3-323 

Jl 520 FOR 1=0 TO 7IB=PEEK(57X44+C+I3 

PB S3B FOR J=B TO 7 

CM 54fl IF B-P(JJ>-1 THEM B=B-PCJ3SPLOT MP 
+J*TP+I 

EM 550 MEHT JsHEKT I 

UH 660 IF N>7 THEM H=H-10«IHTCM/lO) : KP=KP 
«-4:GCITO 510 

ZP 670 HETURM □ 
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REM 


EC 

5 

REM 
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REM 
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REM 





HULTIPLE PLAYER PEHO * 

by * 

PAUL lav « 

------- ^ 

PACE b HACAZIHE - ENGLAND * 


TU le REH 

PK ze DATA 7Z,13D,7Z,l&Z,l^Z,lG5|2aS 
LP 3fl DATA 141 j D, zee, ZZ4 

CL 40 DATA 192,240,1,234,224,99,240 
JZ SO DATA 2,l&5,2e4flGS,204,234,Z34 
YH eO data 234,214,234,141,0,ZOB,ZOZ 
MA 70 DATA 200,224,104,170,104,04 
KZ ee FOP 1=153G TO 1S76SREAD J 
RE 90 POKE I,JiNEKT I 
LC 100 REM Lfl;lMlliM*Jm.4ae;W 
KK lie GRAPHICS 24 
yp 120 POKE 709,6:POKE 710,0 
FR 130 DL=PEEKt560J+Z56»PEEKtS61> 

JO 140 POKE DLFZ,Z40 

EP ISO COLOR 1:FDR 1=1 TO 40 

TS 160 DRAHTO 319«RttD (03,191*RND CO) 

GF 170 HEKT I 

JK 100 REM a J■!B-AiUi»ira?rT?twaa 
lU 190 PH=PEEKC10&)-40 
EH 200 POKE 659,62:POKE S4279,PM 
Ur Zie POKE 53277,3 
KT 220 DIM TSCZei 

RB 230 POKE 704,14:POKE 53240,124 
A2 240 T$-**TH1S IS PLAVER' ZERO" 

EV 250 STRT-1056 
SR 260 GOSUB SeO 

AU 270 POKE 70S,142 SPOKE 53249,112 
NA ZOO Cie3='*0IIE“SSTRT=±32S 
SH 290 GOSliO 500 

RH 300 POKE 706,206:POKE 53250,120 
DG 310 TS(lG)-'*TMa“:STRT=15e4 
SK 320 GOSUD 500 

SP 330 POKE 707,52 SPOKE 53251,120 
CU 340 TS(16)="TnnEE":5TRT=ie40 

SO 3S0 GosuB see 

ZB 360 POKE 53252,142:POKE 53253,140 
HZ 370 POKE 53254,130 I POKE 53255,136 
EN 380 T5="THI5 IS ALL MISSILES":5TRT=S16 
SV 390 GOSUB 500 
UO 40e POKE 512,0 SPOKE 513,5 
01 410 POKE 54286,192 
OR 420 REN 
08 430 REM 
CD 440 FOR 1=122 TO 48 STEP -1 
EZ 450 POKE 2e3,l:PaKE 204,245-1 
AE 450 FOR 4=1 TO SfMEMT JsNEMT I 
OP 470 FOR 1=48 TO 122 
FF 480 POKE 203,11 POKE 204,245-1 
LS 490 FOR J=1 TO SzHEXT JSNEMT ISGOTO 44 

e 

IM 500 FOR 1=1 TO LENCT$l;EOR J=0 TO 7 
VM 510 POKE 256»PM+5TRT+B*I+J,PEEK(57344+ 
e«tCASCCT$CI) 3 -321+J> 

ER 520 NEHT JSNEKT I 

ZH 538 RETURN □ 


Move BoTh Incarnations Of 


Piaver no 


PLAYDEM 


by Paul Lay 


For the second example I would like to quote from De Re 
Atari, page 5-8 under the section Applications of Display List 
Interrupts. '^^Of course, no two sections of the player can be on 
the same horizontal line, so two incarnations of the player 
cannot be on the same horizontal line.” 

This statement is completely incorrect and is disproved by 
the program PLAYDEM. By using a very precise timing 
loop, the program allows two incarnations of player 0 to be 
present in separate halves of the screen. The first incarnation 
can take horizontal positions 0 to 122, while the second incar¬ 
nation can take horizontal positions 123 to 255. If either 
incarnation is outside of this range it will not be visible. 

The timing loop is contained wnthm a DLI and the source 
listing is provided. The timing involved every scan line 
requires waiting until the first incarnation has been displayed 
before altering the player's horizontal position. Obviously 
this technique could quite easily be extended to all of the 
players (by using NOPs within the timing loop). It would also 
be possible to change PMBASE as well and thus have com¬ 
pletely independent incarnations of each player as long as 
they are within certain screen bounds. 

To position these incarnations of player 0, the horizontal 
position for the first incarnation should be stored in location 
203 and the horizontal position for the second in 204. In the 
program I have also displayed all the other players and 
missiles and the playfield to prove that there is no cheating! [ 
This is, obviously, a very' powerful technique and it is feas¬ 
ible that in a game such as PAC-MAN we could generate all 
the ghosts from merely one player. 
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Do you believe in magic? If you’re a flying enthusiast like me 
and don’t have £2000 to spend on getting your private pilots 
Lcencc^ then Snblogic's Flight Simulator II (FS2) is like a wbh 
come true For the price of one flying lesson you can have 
unlimited flying time in a well equipped, modem light aircnift. 
Agreed, if s only a simulation, but if s just like the real thing, 

EXCELLENT DOCUMENTATION 

For around £45 you get a well presented package containing 
two disks, two manuab, maps and a reference card. One disk 
holds program cotie, whiie the other contains scenery^ data, lliis 
is loaded as required by the program, depending on the area o\'ef 
which you're flying. More about this bien 

As with ail complex programs, the documentation supphed tan 
make or break the whole package. In this case the documentation 
is excellent. The Pilot's Operrating Handbook explains the matny 


F lig ht Simulator n 

reviewed by John S. Davison 


controls needed to fly the aircrah in its 90 pages. It also desenbes 
bow to position the aircraft at any point and time within the 
simulated "‘world'’ of FS2, which covers an area of some 100 
million square miles. ITic 92 page Flight Physics manual covers 
the theory' of flighl, gives eight step by step flying lessons, and 
explains how to perforin many aerobatic manoeuvres. Both man¬ 
uals include many diagrams and illustrations which are generally 
quite easy to follow. 

I'he four maps cover the geogniphical areas included in the 
basic package, namely, New \ork, Chicago, Seattle and Los 
Angeles. These arc aerial nav igation maps, showing airports and 
i^adki navigation aids available lo the FS2 pitot, ITiey correspond 
to the four areas on the scenery disk^ Note that all scenery 
details, including airfields, ate based on real and are not 

hjpothetical items dreamed up by the programnrer. This apphes 
to the radio navlgaijon aids too. 

Sublogk have at last begun releasing additional scenery diakfi. 
In the USA there are now 12 more disb available, coveting the 
wbqk of the continental USA. As usual, the Atari enthusiast has 
fee^ left out, sinfli currently only Commodore and other mach* 
jnes covered, ftowevef, I phoned Sublogic and they tell me 
Atiffi version may be available *"sonietimc this summer , 

WHAT CAN YOU DO? 

What does it do, you ask? ^ell, it accurately simulates all 
aspects of flying alight aircraft - not just landmp, as with some 
other simulators. You can taxi along the gnxmd to the end el'i 
runway, tak off, climb, Jurtv do atyohatic.'^ (incKiding stall$ ahd 
spins, very unusual on a simulatorjn descend, and land* Also, the 
simulation istiH |usi of any old aircrafL li^s based on a fHper 
Areher 11, and u«s 47 of the flight characteristics of that aircraft 

to reproduce the illusion of flight. 

The program requires a minimum of 48K, althou^ it’s better 
with 64K, With you lose certain features, such as the APF 
radio navigaiion aid, some graphics features, and communicHiiou 
with air traffic ci^tiol. Also “reality mode’' is mussing, which 
allows aireri 3 ift behaviour to be simulated even more accurately 
(such bs random failure of vital atrerait systems, Uke the fuel 
system). Even so, the 4SK version is still very complex, and satis- 
fyingly realistic. 

Booting up the program disk puts you on the end of the run¬ 
way at Meigs Field, Chicagcs with the engine running ready for 
take off. The screen shows an excellent representation of your 
instrument panel, and above it you see a three dimensional view' 
through the windscreen - just like the real thing. 

All controls may be operated through the keyboard, requiring 
you to know about bO different key combinations! In addition, 
the main flying controb (ailerons/rudder, elevators and brakes) 
arc avaUable through joystick 1 and throttle and flaps through 
joyvuck 2. Personally, I find keyboard and one joystick ihe best 
combination for ease of use. Space does not permit me to list all 
of the controb. Ut's jusi say that if you can find it on a real 
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aircraft, you’ll probably find it here, ificludmg a generous array 
of radio communicatjon and navigation aids (which all work), 

ITie sheer quantity of controls seems daunting at first, but don\ 
worry - it^s surprising how soon you get the hang of them. The 
manuals explain most things fairly lucidly anyway. 

READ THE MANUAL 

l>onh be tempted to use this simulator without first reading 
the documentation - youMI get nowhere without it. Even with it, 
you’ll need lots of patience before that magical moment arrives 
when you complete your first flight successfully, including take 
ofi', circuit of an airfield, and landing. 

From the moment you begin operating the controls, you start 
to appreciate the detail that^s gone into this program. Let's go 
ihmugh part of a flight, and Fll describe how FS2 reacts to give 
you an idea of the realism. Imagine we are sitting in the aircraft 
on the end of the runw^ay at Meigs Field, Chicago, waiting to 
take off As we open the throttle, the noise of the engine increases 
and the digital rev counter reading builds up to show we are at 
full power. The aircraft begins to accelerate down the runway, 
and the air speed indicator needle moves round its dial as the 
speed builds up. Unlike certain other simulators, these dials have 
numbers round them, so you get realistic quantitative information 
from them. The view through the windscreen changes as you 
accelerate down the runway. You sec the runway centreline 
Zipping under you as you gather speed. On reaching flying speed, 
a few^ notches of "up elevator" caiuscs the aircraft to leave the 
gn?und and begin climbing. At this pobit the needle on the 
vertical speed Indicator moves round its dial to tell you how^ fast 
you are climbing, the altimeter needles begin to move slowly 
round their dial registering height, and the artiricial horizon line 
drops down showing your aircraft is in a nose high attitude. 

Now, look out of the window. You have a true 3D view and 
are flying "into" the scenery you see. Details on the ground slide 
past yuu as you fly over them. You can use the view selector to 
view this 3D motion. One interesting view is to look directly 
backw^ards at the airfield you take off from, and watch the 
perspective change as you climb away from it. Be careful, though. I 
don’t recommend this until you’ve got the hang of take offs! 

LANDMARKS 

Ground detail is generally better than that in many other 
simulators, d’here are certain ‘■interesting topographical features", 
as the manual calls them, lliese are famous landmarks in the 
areas concerned, usually Tqircsented in the form of "wire frame" 
graphics. Before you dismiss this as boring and unworthy of the 
Atari’s capabilities, please note that these graphics are fiilly three 
dimensional, and fairly true to life - even recognisable, if you 
know the originals. For instance, New York has the Empire State 
Building, the iwdn lowers of the World d’rade Centre, the Statue 
of Liberty, and Manhattan Bridge. All are shown in their correct 
locations and correct scale. As they are three dimensional you 
can ily round them, between them (in the case of the World 
Trade Centre towers) and, if you're daring enough, under them 
(in the case of Manhattan Bridge). As you fly near them, you can 
view them through the windscreen, or through the side windows, 
backwards, or at any 45 degree angle, and still gel the correct 3D 
view. 


Other major features include the John Hancock Building and 
Sears I'ower in Chicago, and the Space Needle in Seattle. Also 
near Seattle is the magnificent snow capped Mt. Ranicr The Los 
Angeles area does not seem to have major architectural features, 
but it does have a realistic road system, coastline details, and 
mountain ranges. 

Airports, too, are presented in detail. Rather than seeing a 
simple “inverted V'’* as the visual representation of a runway 
from the air, you are given a realistic picture of all the main 
runways. On the larger airfields you see the taxi ways as well. 

You can land or take off from either end of any runw^ay, and 
while on the ground you can taxi from any point of the airfield to 
any other point. One of the airfields has a terminal building 
(shown in 3D Colour filled graphics). You can taxi from here, 
along various taxi ways to the runway of your choice. Major 
airports even have the runw^ay heading numbers painted on their 
thresholds, again, just like (he real thing. When you takeoff, you 
even get an inverted view of this number as you approach it from 
the opposite end of the runway. 

Some airfields, usually the Smaller ones, arc depicted as black 
rkinways with white markings, i.e. colour filled graphics. The 
larger airfields {such as New York's JFK airport) have a “line 
drawing" appearance. Presumably, you need a lot more power 
than an S bit computer can deliver to handle 3D manipulation 
and colour filling something of this complexity. (I wonder how 
the ST handles h?) 

Certain airfields have refuelling facilities. If you land at one of 
these, and taxi to theTefuelling area your fuel tanks get refilled, 
dliat's another touch of realism - as you fly you use fuel, and this 
fact i.s registered on your fuel gauges- It is possible to run out of 
fuel after several hours of flying, so you have to keep an eye on 
those gauges. 

SET YOUR OWN PARAMETERS 

^'el another great feature of FS2 is its Editor. 'ITiis gives you 
access to two screens full of control parameters governing your 
flight. V'ou can set wind speed and direction at three different 
heights, also specifying the heights at which the changes in 
direction occur. You can also set cloud cover and thickness at 
iwti different levels. My only minor grouse here is that you can’t 
set partial cloud cover - the sky has to be completely overcast or 
completely clear. If you’re a masochist, these features let you set 
up ditficuh weather conditions to fly in. 'V'ersions of FS2 on other 
machines also implement air turbulence, which can loss your 
aircraft around in realistic manner. ] was disappointed to And 
that Sublogic haven\ included this feature in the Atari version. 
Season of the year and time of day (or night) can also be set. 
llPusk and dawn occur at different limes, depending on the season 
of the year. When flying at night, you’ll find ground detail is 
replaced by lights, including the rotating beacons found at most 
airports in the f’SA. 

DIFFERENT SCENARIOS 

You can set the aircraft’s location based on its world co¬ 
ordinates, height, airspeed, heading, and the position of all rde- 
vani controls. The co-ordinates are used to determine which 
scenery and navigation data to load from the scenery disk. Using 

cominued oti page J3 
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FLIGHT SIMULA TOR II 

continued 


ihese features ywu can set up virtually any ilighl scenario. WKal's 
more, you can store them, bo they’re available at any time at the 
push of a key. For instance, ii you want to practice a landing 
approach into Meigs Fiel(i Chicago without having to take off 
and fly the circuit first, you simply key in the appropriate values 
in edit mode, and specify you want them saving. When you exit 
edit mode, you find yourself in the requested pnosition. If you 
crash, the system will reset to your parameters. Or, if you want 
to abort the approach and start again, a simple keystroke will do 
this for you, You can enter edit mode at any time by pressing the 
bSC key, so you can check parameter values for use on other 
occasions whenever you want. There is also a feature called 
“slewing”, which enables you to slide your aircraft around in 
three dimensions (at high speed, if required) to position it visu¬ 
ally at any point. 

FS2 comes with starter sets of parameters, called User Modes, 
which set up 10 different scenarios for you, I he default mode 
sets up the Meigs Field scenario mentioned erlier. You may set 
up another 15 modes using your own parameters and save them 
to disk for use anytime. One of the supplied modes is, in fact, a 
game, known as the World War I Ace game. I his involves you 
flying your WWT biplane to bomb enemy airfields and dogfight 
with enemy fighters. ITiLs is a feature t donh personally like too 
much, but may be useful for light relief after a tense, serious 
session with the simulator. 

The radio equipment reflects that you’d find in many light 
aircraft today, covering voice communications and radio 
navigation aids. If you know what VOR, ADF, DME, and ILS 
are, you’ll be pleased to know they’re all here. If not, you’ll soon 
karn what they do and how to use them, Any budding pilot can 
learn the concepts of radio navigation aids from FS2. It doesn^i 
take long to Icam how to fix your position using VOR and ADF, 
or to navigate from A to B using only your radio aids. 

JUST LIKE THE REAL THING 

fhe Instrument Landing System (ILS) is one of the jew^els of 
this simulator. The first time 1 tried an ILS approach through 
thick cloud I was amazed. The instruments behaved.,,..yes, you 

guessed it.just like the real thing. The localiser and glide slope 

needles desperately pointed the way back to the right approach 
path, the marker beacons bleeped as the aircraft passed over 
them, and the Distance Measuring Equipment readout slowly 
counted down the distance to the airfield as I wobbled my way 
towards it. llien, on breaking through the cloud layer, seeing the 
airfield runway ahead gave me a thrill I’ve experienced from no 
other computer simulation. 

One final word - because this is a simulation, not a game, it 
works in real time. If your flight would take 90 minutes in real 
life, then this is how long your simulated flight takes. To some 
people, this would quickly bring on boredom. Howxvcr, if like 
me, you’ve a lot of Biggies in you, then yoa’ll lind a use for that 
time as a real pilot w'ould, doing instrument checks, getting 
navigation fixes, and looking at the scenery. You really can “live” 
the flight. I can think of no greater compliment for a flight 
simulation program. # 
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SMART ART (16k) 

■ OVER80 DIFFERENTCOLOURSCAN BE 
DISPLAYED AT ONCE 

■ INTERRUPT DRIVEN CURSOR 

■ 4 BRUSH SIZES 

■ 3 BRUSH SPEEDS 

■ AIR BRUSH MODE 

■ PLOT 

■ nOAtA/Tn AVAILABLE ON CASSETTE FOR 

■ ^ ALL ATARI B BIT COMPUTERS 

■ fill only *..£3.50 

■ DRAW BOX (Previouspurchasersof 

■ DRAW CIRCLE Art Atari can upgrade to 

■ SAVE PICTURE SMART ART for only E1.00J 

■ LOAD PICTURE 

■ SEPARATE PROGRAM TO DISPLAY 
PICTURE 

■ DEMO PICTURE 

ALSO AVAILABLE 

BLACKJACK (16K) Realistic card display...£1.95 

PICTURE PUZZLE (32K1 Two pictures to 

choosetrom...........£2.95 

PICTURE TORMENT(16K) Very difficult . £2.95 

FRUIT SALAD {16K) Colourful version 

of mastermind.... —C2.95 

FRUIT PICKIN(16K) Arcade action...£2.95 

(Order both FRUIT SALAD & FRUIT PtCKIN 

for only .......£4.50) 
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40 Great Flight Simulator 

Adventures 
A book Review 
by John S. Davison 

Book published by Compute! 
Price £9.95 


Ever wanted to know what all the geographic features 
are you see in Sublogic's excellent Flight Siniulator 11 
(FS2)? Ever wondered just how many things there are you 
haven’t seen? Ever wondered w^hat you can do with the 
program now^ youVe mastered the basic flying skills? Well, 
wonder no more, as this unique book will help in all of 
those areas. 

Author Charles Gulick is obviously not the average sort 
of FS2 nut. His enthusiasm goes much"further than that. 
Not only has he created 40 FS2 adventures for you to fly, 
he’s added interest in the form of fictional situations, and 
historical or geographic facts to make the scenarios more 
realistic and interesting. 

The style of the book, too, is unique. It’s designed to act 
as the “ voice’’ of your flight instructor. The book’s W'ritteo 
as if Charles Gulick is sitting next to you in the aircraft, 
telling you what to do and what to look out for. 

It begins with a general introduction, which you must 
read first, as it covers the setting up of adventures, general 
hints on flying them, and explanations of the symbols 
found again,st the text in the scenario* Note that you’re 
expected to know how to handle the aircraft’s controls, 
including radio navigation aids, so complete beginners 
with ES2 may have trouble with some of the adventures. 

A few^, however, require little action from the FS2 pilot, 
and are suitable for those with little experience. It would 
have been helpful if the author had marked each 
adventure with some sort of difficulty level, showing 
which are suitable for beginners, and so on. 

Each adventure is structured in the same way. ITie first 
page shows a screen shot from the adventure, and a list of- 
the parameters you need to key into FS2 in Edit mode to 
set up the adventure. For example, aircraft position, 
altitude, airspeed, weather conditions, and so on. 


Follow^ing pages contain the text of the adventure. A brief 
introduction is given, followed by numerous paragraphs 
describing the actions you should take, things to look out 
for, and when you should lake over control. Each 
paragraph has a large symbol printed against it to show at 
a glance what the paragraph is about. This is useful, as 
you can quickly determine where you’re required to take 
specific actions without reading all of the text. 

Let’s have a quick look at some of the adventures, so 
you can get the feel of what the book’s about. F.ach 
adventure has a title, and this is the title used in the 
descriptions below\ 

To Breathe Free: Ehis flight takes us from New York’s 
l.a Guardi a airport, over New York City passing between 
the Empire State Building and the World Frade Centre 
towers. Then we cross the Hudson River into New Jersey 
and turn and fly back for a low pass over the Statue of 
Liberty before heading back up the East River for a 
landing at La Guardia. As well as pointing out the not so 
obvious features of the scenery, such as Flushing Bay, 
Whitestone Bridge and Throg’s Neck Bridge, the author 
also points out features not seen in the FS2 graphics, for 
example the Falisades - the beautiful steep cliffs on the 
New Jersey side of the Hudson River. 

A Game Of Bridge: This adventure starts off in flight 
rather than on the ground. The flight parameters have you 
at the right height, airspeed and heading to permit you to 
fly under the Manhattan Bridge, over New York City’s 
East River. In fact, the parameters given are not quite 
correct, I found I had to reduce the throttle setting slightly 
to prevent the aircraft climbing slowly and flying over the 
bridge instead of under it. 
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THIS MONTH'S 
EXTRA SPECIAL OFFERS! 


CREATIVE SRAHKS 

Cafr-s 

Campuier War 

4 96 


4.90 

Special Daliverv 

4-9q 

Dovbfv Pa^;^■ 

9.40 

TfffHe Pack 

13.50 


U.S. GOLD 

C3V€fn^ of Kf^dfkj 
5lin:ky 

Oa\i^B Pack 


4-90 

4.90 

9.40 


U.S. GOLD Disc 

E-F^ccor S.90 

Mi^lidown S.90 
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TtipfePack 16.90 
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Graphic Arts Dept 
DIGITAL INTEGRATION 
Fighter Pilot $.40 

ELECTRIC DREAMS 
Spy s Demise $.40 

ELITE 

Air^pll B.40 

ENGLISH 

Colpsaue Cltsasi B.40 

Elektraglide 7.40 

Medrsipr $.40 

SmaaltHiisI B.40 

Smash Nils 2 fl.40 

Smash Nils 3 8.40 

Smash Hiis 4 $ 40 


Di3C 


Casa 

Disc 


C4S4 

Disc 

12.80 

Return to Eden 

8 40 


D rop Zone 

7.90 

11.90 

T2.80 

SrtuwflSlI 

8.40 


Forbidden Forest 

7.90 


11 90 

Worm in Paradise 

0 40 


fort Apocalypse 

7.90 

11.90 

10.60 

LUkMASOFT 



F 15 Strike Ea^le 

1 1 90 

11 80 

11 90 

Colourspace 

6 40 


Ghost CFiaspr 

B.40 


*15 40 

MELBOURNE HOUSE 



Cdbr'nas 

7 90 

11 80 

10 60 

Mordori's Quasi 

6 90 


Kannedv Apprcwch 

1 1.90 

14.90 

1 1.90 

William Wobbler' 

8 90 


Knighmol ihe Desert' 

'0 40 

M2 80 


MIRHOHSOFT 



Lucifer's Realm 


12 90 


Bavlderdaah 

8 40 


Mig Alley Ace 

7 90 

11.90 


MOSAIC 



Nate Commainder 

7.90 

10 80 


Sccroi Di^ry/Adrlaa Mole 

8.40 


PaCrrian IcarO 

8 40 



NOVAGEN 



Pole PosiFibn 

7.90 

11.90 


Encounter 

8 40 

10.E0 

Quasimodo 

7.90 

11 90 

10.$D 

Ma^canary 

8.40 

to.ao 

Qy^SI Probe* 


M2 80 

PSS 



Snokre 

7.90 


12.60 

TTiea cre E ur-ope 

8 40 


Solo Flight 

1 1.90 

11.90 

1 2 60 

PRECISION 



Sphfire Ace 

7.90 

10 30 

12.60 

Sgpenscript 


57.90 

Spy Hunter 

7.90 

11.90 

12.60 

SIERRA-On'LINE 



Strip Poker 

7.90 

11.90 

2$ 40 

Dark Crystal 


25 90 

Summer Games 


11.90 


MiESion Asteroid 


19,90 

Super ZanKon 

7.9* 

11.90 

10 80 

Llliima 1 


T9 90 

■ Tiflppr-r 

7.90 

11.90 


Uilima M 


25 90 

Tigers in the Sooyy 


11.90 

10.90 

UlyBsea 


2-5 90 

Up'N'Down 

7.90 

11.90 


Wizard -^ PrinceS! 


19 90 

Whii'Nru.irri 

7.90 

11 90 


STRATEGIC 



ZeKHon 

1 1.9* 



SIMULATIONS 



Zorro 

7.9* 

11.9* 


BreakihrougA^ Ardennes 


54 90 




10.QO 

Broadsides 


28 90 

BOOKS 



10.80 

CdkinidI Coaiiueai 


31 90 

Watson's Notes 



10.80 

Fie Idol Fire 


31.90 

1 Fiise Steps in Basic 


1.95 

10.80 

Fortress 


33.90 

2 Explorinp Basic 


3.95 

10.80 

Galactk: Advenrure 


55 90 

3 Making Basic Wofk 


3.95 

10.80 

Oueairon 


49.90 




lOSO 

Rails West 


2B.90 

' fleatie nnrg lo donfem Byailabiliiy. 



MindshadOw* 


12.60 

GBEMLINCRAPHICS 



Six Gun ShoglOut 


33.90 

Pid«ii II 

B.40 


King tets Ring 

8.40 

11 40 

50 Mission Crush 


33 90 

Resdua on Fractalus 

$.40 

12.BO 

Zona X 

8 40 

11.40 

SUBLOQIC 



5paceBhultlii 

B.40 


INFOGQM 



Fl'ighi Simulator 11 


3B.90 

ADDICTIVE 



Deadline 


17.90 

USGDLD 



Fooiball Manegtsi 

3.40 


HilchbikersGuirle 


21 80 

Alternate Reality The Ciiy 


17.90 

ANIROG 



Planeifall 


17.90 

Asylum- 

7.90 

1 1.90 

Jump Jet 

3.40 

9 90 

Seastalker 


IT 80 

Beach Head 


1 1.90 

ARIOLASDFT 



Zoffc 1 


17.90 

Blue Max 

7.90 

1 1.90 

Archpn 

9.40 

12,60 

LEVELS 



Blue Max 2001 

T.-g* 

1 1.90 

Afchon <1* 

8 40- 

10.8*' 

Adtientufe Quesi 

8.40 


Rpunly Bob 

7.90 


Allis. Assassin 


a 40 

Colossal Adv- 

8 40 


Bfuce Lee 

11 ■go 

1 1.9* 

D-Bug 

6 60 


Durtgeon Ady. 

B.40 


Conan 


1 1.90 

GDlf{^r*s Sel' 

$.90- 

12.9*- 

Emerald Isle 

5 90 


Cruaatle lo Europe' 

17.40 

1 7.4* 

Hard Hat Mat'.k 

a 40 

10.60 

LCircIsdl Tiiri(! 

$ 40 


Dig 0 ug 

1 1.9* 


Movie Maker 


13.90 

Red Mbon 

B.9Q 


Drelbs 

3.40 

1 1.90 


PricifrB Include VAT 
Artel Camega 

Order by Accaaa on 
Q4577 6229 
our 24 hour Hotltna 


Chefiues {Piaaifi vtrite emti No. o.n 
fCVttffK} or P.O/S ro.' 

HA TSTACX P¥PiPH£nAL&. 
Please State ATARI' when ordering. 
Pleasa srata Cassetie cr Disc 


After a few passes to get Lhc feel of things, you can lake 
over the controls and 11 y the adventure yourself 

Goldilocks: This is a mercy mission from El Monte 
airport in Southern California to Catalina Island in near 
imp<issible weather conditions. You are delivering special 
medical supplies to save the life of a little girl who^s been 
bitten by a rare Pacific bug. Your radar is out of action 
and you can’t see the airfield because of fog. Any safe 
landing on Catalina Island is an acceptable conclusion to 
this adventure. 

Threading the Needle: d’his adventure has you starting 
on the ground at Renton Municipal airport in Seattle. I 
ibund the starting point a little confusing as the radar 
show s you to be in the middle of a city, and the view' 
thrtiugh the window is a white dashed line against a black 
background. However, once you orientate yourself and 
take off, all is well The flight takes you to the Space 
Needle in Seattle. This is a building left over from the 
1962 World Fair. On the way, the author points out the 
main landmarks, fhese include the snow capped Mt. 
Ranier, Lakes Washington and Sammamish, Mercer 
Island, and two majior roads in the area - Intersiaie 405 
and 90. 

Another adventure later in the book has you making 
precision turns around the Space Needle, while watching 
it from a view through the side window' of your aircraft. 
As an extra, I discovered you can fly through the 
restaurant at the top of the tower without coming to any 


harm] lliis takes very precise control of altitude to get just 
right, though. 

These are just a few' of the 40 adventures provided by 
this book. Some are short, lasting only a minutes. 
Others are very long, up to about two hours. Some put 
you in emergency situations, like engine failure 10,000 feet 
above Seattle. Others explore strange phenomena (bugs?) 
of ES2, like the strange happenings at the summit ofMt. 
Ranier. I wofrt spoil things by telling you what happens. 
Yet others test your piloting skill, such as a night landing 
at Los Angeles International Airport, and a night landing 
at Meigs Field, Chicago with a 90 degree cross wind. 

If youYe an ardent FS2 fan like me, you’ll find all the 
adventures interesting, some intensely so. I did find 
several features described not present in the Atari version, 
for example the UFO in the Pyramid Power adventure 
only appears in the IBM PC version. However, the Atari 
version has something a little more subtle to baffle you - 
it’s not mentioned in the book. I’ll leave you to lind it for 
yourself Also, the moonlit runways are not present, and 
the Atari version doesn’t have wind turbulence 
impiementeth which could have added a little extra 
interest to a couple of the adventures, • 

V'/iw book should be avaihMe from your local Atari - n^- 

ihotTi first. AUcmativeiy copies eart be obtained from PAGE 6 ai 
£9.95, Subscribers will find details enclosed teilh this issue. 
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programmtng 


QUICK 

DISASSEMBLER 


by Ata Atun 


When I Started to kam Machine Code, I desperately 
needed a DISASSEMRLiiR to investigate and study the 
Machine Code Programs written by the Advanced ATARI 
users. The only Disassembler program I could find, wasn’t a 
very helpful and detailing one, but 1 had to manage with it till 
I reached a certain knowledge level. I then felt I had to design 
a better and more detailing program, and now I believe that 
the DISASSEMBLER program below is a very good one for 
Machine Code beginners and advanced programmers, it is 
fast and can detail Addressing Modes, and can address the 
backward and fbru^ard branches. 

Before running the Program please save it to Disk as 
"D: DIS.ASM” or to cassette and then RUN it, 

Structure of Disassembler Program; 

A) Strings and Variables 

MS DIMcnsioned (1024) originating from 255 possibil- 
' ities in a 6502 Machine Code System BytCn 
(255*4+4=1024) Adding 4 to multiplication255*4, 
is the last 4 locations of 255th place. 

LC'l’S UlMensioned (256) base don same reason explained 
above. Since 0th place can not be called in a String, 
for 255 possibilities LC'l’S is DIMcnsioned to 256 
places to be used as LCTS(l-r256) instead of 
LClS(t>,255). 

IRS Transfer String to be used in specific location 
transfer from M$. 

LOCI Content of Main ADi;)RESS, 1st location. 

LOC2 Content of 2nd location. 

LOC3 Content of 3rd location. 

LOC4 Used in Branches. Backward branching. 

LOC5 Used in Branches, Forward branching. 

ADRS Main Address with MNEmonic, 

B) Contents of Strings: 

M$ Consisted of 255 main MNEmonics, each 4 loca¬ 
tions long. I'irst 3 locations hold the Mnemonic, 4lh 
location classifies the Mnemonic. 

“jj!” Immediate 

** (Void) Absolute or Zero Page 
*V’ Absolute or Zero Page 

**b’" AbsolutCjY 

“c” (indirect,X) 

“d" (Indireci),Y 


LC rs Total of 256 codes that classifies each Addressing 
mode in detail, separates Absolute and Zero Page, 
branching Mnemonics, Implied and Relative 
addresses, 

“1” 1 byte long, Implied or Relative 

2 bytes long, Zero Page 
“3” 3 bytes long, Absolute. 

“4" Branchers, 1 byte long, Relative. 

*‘5” No MNEmonic, 1 byte long, 

“6” JMP (Arg), Implied, 1 byte long, 
location 108 only. 

Combination of M$ and LC'l$ specifies Addressing Mode 

very clearly. For example: Void in 4th place of MS with 2 

code in LCTS, specifies a ZERO PAGE, 2 BYIT l.ONG 

ADDRESSING MODE. 

How The Program Flows, 

Up to 130 DlMensioning, Opening a Channel and 

text Graphic plus screen and border 
colour, 

GOSUB BOO dbis section holds Ml and LCl^. 1 could 
keep these values in DATA and use RE,AD- 
DATA-POKE combination but this 
routine is boring when you hurry for a 
quick start 

130-200 Head line, start Address, End Address and 

check address. 

200-210 Start of 20 line per screen Disassembling. 

220-2S0 Content of ADRS. I/>cates exact place in 

Ml. Get the 4 place long string. Get the 
classifying Code from LCTS string, exactly 
the same location. Print address and con¬ 
tent of Address. 


290 

According to the value ol 1 R,GO 1 O to the 
matching section. 

4fJ0-450 

1 byte long Mode section. Determines the 
exact Addressing Mode, Implied or BRK- 
Implied. 

450-500 

2 byte long Mode section. Determines Zero 
Page or Absolute. 

500-550 

3 byte long Mode Section. Determines 
Absolute or Abso1ute,X. 

550-600 

Branching Modes only. Determines for¬ 
ward branch or Backward branch. 

61X1-650 

1 byte long but No MNEmonics, abbrev¬ 
iated as " in Ml string. 

650-700 

JMP(Arg), Implied Mode only,^ which is a 
special jump. 

700-760 

Final check and request to continue. If 
END of address reached, stops the 
execution. 

1000 

Ciosub section for Determining very quic¬ 
kly the Addressing Modes, 
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El 1 EtEH i imimimn ii i i mw M imMM i mKiii i wKmTKMKMM 

M5 z REN • DI^'ASStnBLER * 

LR 3 REH « bv * 

GK 4 REM w ATR ATUM^ Northern CVRrus * 

EC 5 REH » —- * 

IZ fi REH * PAGE 6 MAGAZINE - ENGLAHI> » 

EO 7 REM MMHUmm i f MMWW H W WW Will i II W H M M MMNM N 

MN C REH 

LU lae DIM LCT^CZSb} ,.TR$ C4J , VL9 ^MSClflZ 

4) 

PC 110 OPEN til, 4,0, 

50 ize GRAPHICS o:poke 70S,2spoke 710,ze: 

POKE 71Zj114:POKE 7SZ,1 
MH ise GOSUB eOfliREM string section 
HP 140 POSITION 18, Z i? *' 


Ouich Disassenbl 


GR ise POSITION 3,e:? "Pieoso input the f 
d 1 lowing values in 

rM only, ** 

£A IGO POSITION 2,lZi7 ''Starting Address 
:INPUT sa:adrs=sa 

JP 178 POSITION 2,14:7 '*Ending Address 
:INPUT EA:EA=EAtl 

HM 188 XF EO<SA OR SA<0 OR SA>6S5I5 THEN 
148 

00 ISO REM 28 lines each tine on screen 
RH 288 ? "N":POSITION Z,8!? 


2 bt3 nnn ar^unent Mode 


JA 218 FOR CVC=1 TO 2O:L0C1=8:L0CZ=8!LOCX 
= 8 

GO 228 L0C1=PEEKCADRS3 
JS Zie 8=L0C1N4+1:E=B+X 
OQ 248 TRS=MSC0,E1 

KP 288 TR=VALfLCTSCLOCltl,LOCl+113 
DT ZG8 ? ADRS; 

AZ 270 POKE 85,8S7 LOCI; 

KM 288 POKE 85,12 

HH 2Se OH TR GOTO 488,450,500,558,800,088 
HD 488 REH ■i: a M F Tigm-TtM 
OR 418 POKE S5,28:? TRSCl,33;;P8KE 85,32 
AO 428 IF TRS Cl, 31 ='"BRK'* THEW ? '^Inplied*' 
IGDTO 700 

BK 430 IF TRStl, 13 ="B" THEN ? ''Relativ^iG 
OTO 700 

EO 440 7 "Inpl ied*': GOTO 788 

JH 458 REM Blirli'MI Ml I i 

BN 450 L0C2=PEEKCADRS+11 

CK 478 7 LaC2;SPOKE 85,20:7 TH$(l,3)j 

VO 480 ULS=STR$tLOC2);P0KE 85,24 

MV 4?8 GOSUB lOOOI GOTO 780 

TO 500 REM ■ i 

RB 518 L0C2::PEEK CADRS + 13 :L0C3 = PEEK CADRS + 2 

1 

EB S20 7 LOC2;:PDKE 85,16:? L0C3;;P8KE 85 
,20!? TR5C1,33 ,- SPOKE 85,24 
YD 530 UL$=STRStLOCZ+Z56«LDC33 
KP 548 GOSUB 1880:0070 700 
KM 550 REM ■iiUMOMlJJilkH.liSM 
MH 568 LOC2=PeEK lAPRS+13 !TR=2 
VK 570 IF L0C2>127 THEN L8C4=Z55-L8C2:LOC 
S=ADRS-L0C4:IF L0C5<8 THEN L0C5=^L0C4 
IV 575 IF LOCZ<1Z0 THEN L0C5=ADRS+Z+L0C2 
CN 5S8 7 LOC2;:POKE SS,28:? Tn^Cl,33j 
DT 5S8 POKE 85,24!? L0C5;:P0K£ 8S,32:? "H 
elativ”:GOTO 700 
SC 688 REM 


opc ode> 


ZV 618 POKE 35,28!? '*-NO Mnn” 

HV 628 Tn-l:GaTO 788 
DO 558 REM .MN lll-Jih UiEIAM 

RH 568 LOC2-PEEKCADRS + 1) :LOC3 = PEEKCODRS4'2 
3 

EH 578 7 LOCZ;:POKE 85,15;? L0C3;!P0KE 85 
,20:7 TR$ri,31J:POKE 85,24 
UO 608 VL$=STR$CL0C2+255KL0CS5:TR-3 
NK 580 7 "C'';ULSj“3 "iGOTO 780 
MF 700 REN 


F 1 nal Chec h 


EH 710 ADRS=ADRS7TR 

HL 720 IE ADRS<0 THEN ADRS=65535=L0C2 
LN 730 IF ADRS>55535 THEN ADRS-LOGZ 
TC 740 IF ADRS^EA THEN POSITION 5,22!? "■ 

I EHD 

UM 7S0 IF CYC=28 THEN POSITION 7,ZZ:? “BH 

GET ttl,A!? "N 

■*iGOTO 200 
UO 768 NEKT CYC 

UJ BOB LCT5 Cl , 851-*'1255522512155335425552 
25135553253255222512153335425552251315 
533 51255522512 35333542555** 

JL 810 LCTS CA6,1701=*>2251255533512555ZZ51 
21563354255522513555335525522251515333 
542552225131553552225222512** 

CK 820 LCT5C171,2563=“1533354255222513153 
33522552225121533354255522513555335225 
52 225121533354255522513555335** 

KH 038 REH MNEMONICS STRING 
SE 840 H5 Cl, 843 ='*BRK ORAC? ? ? ORA 

ASL ? PHP ORAtlASL 7 7 ORA A5L 7 

8PL ORAd? ? ? " 

NR 850 H5C85,1683=*'ORAAASL0? CLC ORAb? 

7 7 ORAaASL 7 JSR ANDC? 7 

BIT AND ROL ? PLP ANDIt** 

MG 860 M5C16S, Z523=**R0L ? BIT AND ROL 7 
BMI ANDd? ? ? ANDaflOLa? SEC 

ANDbCLl ? ? ANDaROLa'* 

JT 870 M5 (253,3363 =*‘7 RTl E0RC7 7 7 

EOR L5R 7 PHA EORttLSR 7 JMP EOR 

LSH 7 BVC EORd? ? 

GO 888 M5C337,4203='*? EORaLSRa? CLI E 


DRb? 

■» ^ 


RTS ADCC? 


JMP ADC H 
ADCaRORa? 


STAC? 
TKA 7 


7 

STV 


? EDRaLSRa? 

ADC ROR 7 PLA " 

HL 8Se MS (421,5043=*'ADC»ROR 7 
OR ? BOS ADCd? 7 7 

5EI ADCb7 7 ? ADCa*' 

HE SOe M$C505,58a3=“RORa7 7 

STY STA'STK ? DEV 7 
ST A STM 7 BCC ST Ad? *' 

UD S10 MS eses, 6723=:**7 STVaSTAaSTMb? T 

YA STAbTMS 7 7 STAa7 7 LDYttLDA 

CLDKH? LDY LDA LDM 7 
BL S20 MS (573,7553 =*'TAY LDAHTAK ? LDY L 
DA LDM ? BCS LDAd? ? LDYaLDAaLDK 
b? CLO LDAbTSK ? LDVa** 

OG 530 Mt (757,8403 =**LDAaLDKb? CPYttCMPC? 
? CPY CMP DEC 7 INY CMPttDEK 7 
CPY CMP DEC ? BNE CMPd" 

HY 540 MS(B41,5253=*'? 7 7 CMPaDECa? 

CLD CMPb? 7 7 CMPaDECa? CPM 

ttSBCc? 7 CPM SBC INC ** 

KA 550 M$ (525,10083=*'? INK SBCttNOP 7 

CPM S8C INC 7 BEO S8CC7 ? 7 SB 

caiHCa? SED SBCb? ? 

RF 560 H$ (1005,18243 ='*7 SBCaINCa? '*: R 
ETURN 

TG 1800 REM Ijj-4-^ifc mimism 

KK lOlO IF TRSC4,43=*'tt“ THEN 7 *'«*'J0LS;:P 
OKE 85,32:7 ''Innedte** 

NU 1020 IF tR$C4,43=*' ■* AND TR = 2 THEN 7 V 
L$;:P8KE 85,32:7 ‘'Zero Pg** 

UM 1025 IF TRS(4,43=" ■* AND TR = 3 THEN 7 V 
LS;:POKE 85,32:? "Absolut*' 

RH 1038 IF TRS (4,43 ="a'' AND TR = Z THEN ? O 
LS ; " , M"i : POKE 85,32:? '*Zr Pg,M" 

US 103S IF TRS (4,41 =*'a" AND TR = 3 THEN ? V 
LSi :P0KE 55,32:? '*Abslt,K'' 

IV 1040 IF TRSt*,43="b” THEN ? ULS;",V"j; 

POKE 85,32:7 "Abslt,Y'* 

YE lose IF TRS £4,4J=*'C'* THEN 7 " t" ; WL5 ; “ , 
K3*'1:P0KE 85,32:7 ‘■Indrc,M‘' 

EY 1060 IF TRS (4,41 =**d“ THEN ? "t"jOL5;'*3 
,V"i:POKE 85,32:? "indrc,?" 

AU 1070 RETURN FI 
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Adventure 



Background: The Hitchhiker’s Guide to the Galaxy is the 
brainchild of Douglas Adams. It started life in 1978 as a BBC 
radio series and quickly gained a cull following. From this 
grew four books, two records, three stage productions, a 
television series, the promise of a feature length movie and 
finally, an Adventure from Infocom. 

The Hitchhiker^s Guide to the Galaxy (hereafter referred 
to as HGG) is set in a very high-tech galaxy with lots of com¬ 
puters, spaceships, robots and other technological marvels. 
Strange as it may seem, Adams had never even touched a 
computer when he originally wrote the radio series. His first 
encounter with a computer was about three years ago. Now 
he loves them! 

After discovering computers, Adams also discovered 
Adventures and took a particular liking to Infocom’s unique 
Siyk, I believe he approached Infocom and suggested a 
collaboration to bring HGG to the computer. Infocom nor¬ 
mally does all their work “in house”, but this particular 
collaboration must have appealed to their warped sense of 
humour. So Douglas Adams teamed up with Steve Meretzky 
(author of Planeifall and Sorcerer) to bring us yet another 
Iniocum classic. 

When HGG was released, it became one of the most 
reviewed and raved about Adventures around. If you believed 
everything that was said in the reviews without actually play¬ 
ing the game yourself, you would quickly Summise that this is 
the greatest Adventure of all timeJ As most people (including 
myself) are HGG fans, then that’s exactly what they would 
want to hear. 

However, after all the hype in the computer press, HGG 
turned out to be a big disappointment. It is too contrived, too 
linear (at least until the Heart of Gold) and too illogical to be 
classed as an adventure. You spend too much time repeating 
the same moves over and over again or waiting for events to 
happen. It^s also not as humourous as everybody makes out. 
All in all, it’s a frustraiingly slow Adventure which is far too 
hard for any but the most experienced player. Let’s face it. 
How^ many people do you know who have actually completed 
the game? And of those who have completed it, how many did 
so without any help? 

Game Playing Tips and Strategies: As HGG is such a 
difficult game, I’ll devote the rest of this column to overall 
game playing tips and strategies followed by the usual hints 
for solving problems. Til try not to give too much away, but do 
not read any further unless you really need help or you are 
willing to make the game easier than the designers 
intended. 


Firstly, make sure 
half) before you play the game. 1 his will not spoil the game. It 
will simply make you feel more comfortable with the objects, 
events and characters in the game and help you solve a couple 
of the very early puzzles. (I will often refer to the book in the 
following discussion, but listening to the radio series or 
records or watching the I’V series is an equally valid 
reference.) 

You begin the game playing the part of Arthur Dent. (But 
don’t assume you’ll ALWAYS be playing Arthur Deni. Some 
very strange ihings will happen in this game.) The first thing 
to do is throw a Little light on the situation, get out ofhed and 
find something for the rotten hangover, 'fhis shouldn’t be too 
difficult, as the game gently leads you by the hand all the way. 
The only word of advice I’ll give at this stage is to make sure 
you collect all the objects you find throughout the game, as 
you never know when you’ll need them. 

Sooner or later, you’ll discover that a large yellow bull¬ 
dozer from the local council is about to knock your house 
down to make way for a bypass. If you’ve read the book, you’ll 
know how to stop the bulldozer - at least temporarily. The 
following sequence of events is fairly predictable, as it follows 
the book almost to the letter. I tried everything I could think 
of to wrench myself out of the predetermined plot, but to no 
avail. T he best advice I can give is to let the game lead you on 
until you reach the pub. 

W’hen you gel to the pub, examine everything. If you see 
something that appeals to you, buy it! Don’t let your lack of 
money be a deterrent. It’s just one of the many logical incon¬ 
sistencies in the game. Apart from this^ let the game lead you 
on in the usual manner. 

You may want to save the game when you encounter the 
small dog. I won’t tell you why, but you may appreciate this 
advice much, much later in the game if you find that you have 
to start the game over again from this point. Shortly after this, 
the Vogons will destroy the planet to make way for a 
hyperspace bypass. (It makes the demolition of your house 
reem pretty insignificant doesn’t it?) If you do the things 
whlcli enable you to survive this event, you will find yourself 
in a dark place* This is where you start to encounter some 
variations from the book. 

The dark is a pretty boring sort of place really. However, 
you’d better get used to it because you’ll be spending a lot of 
lime in the dark in this Adventure. You’ll probably muddle 
your way out of it the first couple of times, but later on you 
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should try to master it* More on that later. In the mean time, 
just remember that you have five senses. I hope you can 
remember them! 

By now, you should be in the Vogon hold, complete with 
the infamous babel fish dispenser. Once again, allow the story 
to lead you along for a few moves until Ford gives you the 
Hitchhiker's Guide to the Galaxy. When Ford says, “1 
shouldnh tell you this, but you'11 never finish the game 
without consulting the Guide about lots of stuffyou’d bet¬ 
ter believe him! You can start by consulting the Guide about 
the things of immediate concern (like babel fish and Vogons), 
but don't waste too much time. The Vogon Captain has 
already dispatched a search party to find you. 

You're no doubt aware by now that you need a babel fish. 
In the book. Ford just pops one in your ear. Unfortunately, 
Ford must have forgotten the script in this game, for he is now 
sleeping like a log. You'll have to get the babel fish yourself, 
but this turns out to be one of the most confounding and 
humourous puzzles in the game. If you followed my advice to 
collect everything along the way, you shouldn't have too 
much trouble* Most people get stuck at the point where the 
small upper half of the room cleaning robot appears. The 
solution is simply to confound it by presenting it with more 
than It can clean up in one go! 

Sooner or later, you'll find yoursell' confronted by the 
Vogon Captain and (horror of horrors!) some ofhis poetry* (If 
you don't have the babel fish in your ear, then if s useless pro¬ 
ceeding. Restore a previously saved game and try again.) If 
you don’t like the Captain's poetry, he'll only read one verse, 
then have you thrown into space* If you DO like his poetry, 
then let him know. You'll still get thrown into space, but at 
least you’ll get to hear the second verse, (If you don’t know 
why you should be listening to the second verse, then restore 
a previously saved game and try again.) Remember that a 
verse has four lines, but the order of the lines and the specific 
word you require will change from game to game. 

You can make use of your new found knowledge while 
Ford tries to talk the Vogon guard into a change of career. 
Tien it's into the airlock*.* 

Once again, you find youself in the dark. Just keep your 
senses about you and DON'T RFIJEVE ANYTHING THE 
COMPUTER TELLS YOU! Next thing you know, you're 
on the Heart of Gold where you meet Zaphod Beeblebrox 
Trillian (a.k.a. Tricia MacMillan) and Marvin the paranoid 
android. In one of the major departures from the book. Ford, 
Zaphod and Trillian go off to the sauna and leave you unat¬ 
tended in the most advanced spacecraft in the galaxy! 
Strange. Nevertheless, this is a golden opportunity to explore 
the ship. It's actually your first chance to do what YOU want 
todo raiher than what the program wants you to do. And yet, 
this is the point w^here most people get bogged down. Here's a 
hints to prevent you Losing interest in the game: 

- Forget about the screening door for the time being. 

The solution to this problem will become obvious 

tow^ards the end of the game. 

- If the computer’s lied to you once, it may do so again. 

Be persistant! 


- Examine everything and, mo&t importantly, consult 
the Guide about EVERYTHING including all the 
objects you've had since the beginning of the game. 

Once you have the atomic vector plotter the spare Infinite 
Improbability Drive and a source of Brownian motion (you 
DO have all these items don't you?), the fiin really begins. Get 
everything connected up and working properly, press the 
switch and***oh no, not the dark again! 

1 told you you'd spend a lot of time in the dark! As it turns 
out, you'll find yourself in the dark every time you use the 
Infinite Improbability Drive* ITie first time you use it, you’Q 
probably end up confronting the Ravenous Bugblatter Beast 
of TraaL From then on, it seems to be somewhat random - 
unless you can find a better source of Brownian motion! For¬ 
tunately, the key to this lies on Traal, but you’ll only find it if 
you can best the Bugblatter Beast* (The Bugblatter Beast is 
another of the many logical inconsistencies in the game. It is 
supposed to be one of the most stupid creatures in the galaxy, 
yet it can talk and write and maintains a database of its 
victims!)* 

The game has eight scenarios, each of which is accessed 
from the dark* By the time you return from Traal, you will 
have visited four of these (i.e. Arthur's village, the Vogon 
spaceship, the Heart of Gold and Traal). You can now 
attempt to visit the others using the Infinite Improbability 
Drive, but you never know where you’ll end up unless you’ ve 
conquered the randomness factor mentioned above. As a 
matter offact, there's one scenario that you CAN'T visit until 
you've at least partially solved this problem. Be prepared to 
do some experimenting in the dark* Read the description very 
carefully and take note of how they differ fhjm your previous 
experiences* With a little experimentation, a lot of persis¬ 
tence and a smattering of divine intervention, you will soon 
be able to go anywhere you like at any time. 

If you've been following my master plan so far, you need 
only visit the four remaining scenarios* (You should! also rc^ 
visit one of the earlier scenarios, but there’s no way on earth 
ru tell you which one!) As though enough strange things 
haven’t happened so for, you'll now find yourself going back 
in time and even changing character! If you've consulted the 
guide about the right stuff (what rhymes with stuff?), you'll 
know what you're looking for in these scenarios. Finally, keep 
in mind that no one with a par dele of common sense will 
finish this game! 

.Ah, at long last you’re back on the Heart ofGoldfor the last 
time. If you've been thorough in your explorations, you'll 
have all the items you need to put an ancient legend to the 
test. I hope you like gardening. If you do, you’ll soon be enjoy¬ 
ing the fruits of your labour, not to mention a strange vision. 
Ihe tool in the vision is different from game to game, so I hope 
you’ve been collecting all the tools along the way* I’here are 
ten in all. You'll only need one when the time comes, but If 
you’re missing one, Vou can bei it will be the one you 
need. 

Well, after all that, 1 reckon it's about time to tackle that 
screening door! This is easy, yet it’s not easy. Get the 
idea? 

HINTS overleaf 
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All you need now is something to cheer you up to coun¬ 
teract Marvin's manic depression. Poor old Marvin. He's 
spent all game being depressed. Maybe he*d feel better if you 
gave him something to do. Or then again, maybe not. Answer, 
once you’ve solved this last puzzle, you’ll find yourself stand¬ 
ing on Magrathea, eagerly looking foward to The Hitchhiker’s 
Guide to the Galajiy Part 2! 

Hints; If you get stuck on a specific problem, browse through 
the accompanying questions until you find the area where 
you're stuck. Mat^ the numbers for that question with the 
words in the accompanying list to create a hint. (Incidentally, 
for all you HGG fens, you'll notice something very special 
about the number ofhints. 1 can assure you that it was purely 
accidental, but Pm curious as to whether it has any relevance 
to the question of life, the universe and everything. Any 
ideas?). 

If you get really desperate, Infbcom, sells an Invisiclues 
hint booklet which is sure to answer all your problems. This 
should be available from your local computer store or mail 
order house. 

Next Issue: Nestl issue we return to earth to go dragon hunt¬ 
ing in the best Adventure I've played for a long time. In the 
meantime, if you have any queries or suggestions for the 
column, feel free to contact me at the address be low* Please 
include a couple of International Reply Coupons if you 
expect an answer, as overseas airmail postage gets to be pretty 
expensive. 

Garr}^ Francis, 

c/o Atari Computer Enthusiasts (N*S.W.), Adventure S*I*G*, 
G.P.O. Box 4514, Sydney, RS.W, Australia 2001 


1) Can’t Slop iht bulldozer? 
6 29 33 3 60 26 50 70 64 

2) Puzzled about the small 
dog? 

22 \ 1 32 64 

3) Can’t escape the demoli* 
tion of Earth? 

L2 53 

4) Can’t get out of the dark? 
45 51 31 


5) Can’t gel the atomic vector 
plotter? 

14 65 44 80 54 

6) Can't get the babel fish? 

4S 61 87 5 24 

7) Vogon Capiaiu only reads 
one verse of poeirv? 

34 29 39 11 64 

8) Can't get out of the dark? 

6 29 30 64 


9) Can’t leave the exit to port^ 
22 38 50 64 

10) Don’t know what to do 
with the atomic vector plotter? 
14 65 4411 

11) Missing a spare Initnite 
Improbability Drive? 

16 79 35 

12) Can't go aft from the aft 
end of the corridor? 

46 57 

13) Still missing a spare Infi¬ 
nite improbability Drive? 

48 52 84 

14) Can't read the message 
on the printed circuit board? 
45 83 

15) Can't find the Nutrimat/ 
Computer Interfece? 

16 79 35 

16) Haven’t been off the Heart 
of Gold yeL^ 

45 71 68 20 

17) Can't get past the Raven¬ 
ous Bugblalier Beast of Traal? 
14 65 44 11 

18) StUl can't get past the 
Ravenous Bugblatter Beast of 
Traal? 

7 11 75 90 11 28 40 73 29 

19) Can’t control where you 
end up after using the Infinite 
Improbability Drive? 

69 19 38 13 

20) Can’t stop the nuclear 
missiles? 

45 66 77 49 

21) Haven’t been to the party? 
36 44 

22) Don’t know what to do at 
the party? 

48 41 

23) Still don’t know what to 
do at the party? 

14 65 44 10 

24) Haven’t been to 
Damogran? 

6 29 2 64 


25) Can't open the toolbox? 

37 1 76 

26) Can’t avoid smashing the 
speedboat? 

7863 

27) Don't know what to do at 
the dais? 

85 4 86 25 

28) Having trouble at the 
dais? 

43 51 72 

29) Haven’t been to the War 
Chamber? 

6 29 30 64 

30) Can’t escape the maze? 

60 67 21 

31) Don’t know what lo do 
with all the fluff? 

14 65 44 11 

32) Missing a flowerpot? 

16 79 35 

33) Haven’t encountered the 
sperm whale? 

15 59 47 23 64 

34) Still haven't encountered 
the sperm whale? 

36 44 

35) Can’t get the flowerpot^ 
45 89 8 42 

36) Can't get the sprout to 
grow? 

9 22 18 62 

37) Can't get past the screen¬ 
ing door? 

1465 44 11 

38) Still can't gpt past the 
screening door? 

15 59 47 23 64 

39) Can’t get no lea? 

83 3 81 64 

40) Can’t survive Marvin’s 
depression? 

6 29 74 27 55 23 56 64 

41) Can’t open the hatch? 

15 59 58 64 

42) Don’t know what tool to 
use? 

16 59 83 17 64 
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GOTO DIRECTORY 


The GOTO DIRECTORY is a guide Co retailers who 
provide product suppon for ATARI computers. Many 
of these retailers will supply Mail Order so if you have 
problems finding a supplier, turn to the GOTO 
DIRECTORY. 

Retailers who are interested in an entry in this feature 
should contact the Editor on 0785 213928 


A.S*WOOTTON & SONS, 

116, Edleston Road, 

Crewe, 

CW2 7HD 
Tel. 0270 214118 

Nothifi^ but ATARL Auih- 
omt^d Service Cenire with 
fast turnaround of aii repairs. 
AH Atari stock plus printers^ 
joystick inserts and exten¬ 
sion leads at good prices. Try 
us for repairs or purchases, 

COMPUTER CENTRE, 

174, High Street, 
Hornchurch, 

Essex 

l eL 04024 75613 or 44255 

We have a large range of 
softu'are, hardware, printers, 
interfaces, magazines and 
books. Tull support given to 
interfacing, word processing 
etc. Computer repairs. We 
specialise in alt home com¬ 
puters. Alail Order or per¬ 
sonal callers welcome. 

BITS AND PIECES, 

10, North Street, 

Stroodj 

Rochester, 

Kent 

Tel. 0634 716422 

A NEW Atari only shop in 
the Medway area. XL/XE/ 
ST always in stock. We are 
happy to demonstrate the 
latest software and offer the 
most friendly service. Rem¬ 
ember we are ATARI only. 
We stock the best. 

TELETEX 

(YORKSHIRE) LTD., 

28, Brooklyn Court, 
Bradford Road, 

Cleckheaton, 

W.Yorks 
BD19 4TJ 
Tel. 0274 875299 

Atari specialist. Atari soft¬ 
ware and hardware at keen 
prices. Free advisory service 
for Atari enthusiasts. Mail 
Order division. Full dis¬ 
counted range of softzvare* 
Send s.a.e. or phone for 
AtaHlist HQ of West York¬ 
shire Atari Owners Club. 


LADRROKE 

COMPUTING, 

33, Ormskirk Road, 
Preston, 

I jncs. PRl 2QP 

Tef 0772 21474 or 0772 

27236 

We offer full service and 
support for any Atari and 
have all peripherals and 
available software in stock. 
Come to the shop for per* 
sonal service or try us for 
Mail Order. Either way 
you'll be pleased you did, 

INTOTO, 

1, Heathcoat Street, 
Hockkv, 

Nottingham, 

NGl 3AF 
Tel. 0602 410987 

A comprehensive range of 
hardware, software, periph¬ 
erals, joysticks, books and 
magazines etc. Please call or 
ring for helpful, friendly 
support. 

PEATS ELECTRONICS, 

25, Parnell Street, 

Dublin 1, 

Ireland 

Tel. (00)01 749972/3/4 

VC^e stock a full range of 
Hardware, Software, Inter¬ 
faces, Printers and accessor¬ 
ies. The fullest support for 
Atari in Ireland. Mail order 
throughout the U.K. 


FEE^S 

194, High street, 
Scunthorpe, 

S, Humberside 
'I’d, 0724 857652 

Your Atari specialist in 
Humberside for hardware, 
software and publications. 
Open 9,30 a.m, - 5.30 p.m 
SIX days a week. For per¬ 
sonal attention ask for Nick 
or Frances. 


MICROBYTE, 

71, Seaview^ Road, 

Discard, 

Wallasey, 

Mersevside, L45 4Q\X 
Tel, 051 630 6933 

Tired of high pnces , poor 
service and hidden charges 
from other Mail Order 
retailers? Tryusfor the latest 
titlesandU.S. mags. Visitor 
call anytime up to 6 p.m, 

JENNINGS STORES, 

248, Hertford Road, 

(Nr. Green Street), 

Enfield, 

Middx 

Tel 01 804 1767 

Very large range of English 
and American software 
available as well as the very- 
latest in hardware, 

SOFTWARE EXPRESS, 

514-516, Alum Rock Road, 
Alum Rock, 

Birmingham 8 
Teh 021 328 3585 

We a re a company dedicated 
to supplying ALL your A ta ri 
needs zvhkh also includes a 
PERSONAL IMPORT 
SERVICE and an out of 
tmrra?tty repair service. 
Phone 021 32S 3.^85 

MICRO-TRONICS 

27a, Market Street, 
Tamworth, 

Staffs, 

B79 7r.R 
Teh 0827 51480 

Hardware, Software, peri¬ 
pherals, magazines, 

accessories etc. etc. We spec¬ 
ialise in ATARI, Amsirad, 
Commodore, Tatung com¬ 
puters, Pay us a visit OR use 
our Mail Order service. 
ACCESS & VISA accepted. 


TRIONIC, 

144, Station Road, 

Harrow, 

Middx, HAl 2RH 
Tel. 01 861 0036 

Software,peripherals, books 
and magazines. A compre¬ 
hensive range for Atari, 
Amstrad, Comm- odore and 
Spectrum. Try our late night 
shopping. Open lOa.m. to R 
p.m. Monday to Saturday, 
(jive us a call or pay us a 
visit. 

RADFORD HI-FI LTD,, 

52, Gloucester Road, 
Bristol, 

Avon 

I'eh 0272 428247 

We stock and support a 
comprehensive range of pro¬ 
ducts for Atari. Huge range 
of soft wa re f '^om edu ca tion a I 
to small business fplus games 
of course). ]IVord processing 
packages. Printers. All for 
the best computers. ST's 
available from stock. 

YORK COMPUTER 
CENTRE, 

7, Stonegate Arcade, 

^'ork, 

Tel 0904 641862 

Top American and English 
software - over WOO titles! 
Hardware, hooks, maga¬ 
zines, accessories. If you 
need a nyih ingfor you r Ata ti, 
try' Yorkshire’s zeidest and 
most comprehensive range of 
products for vour machine* 
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C5 1 REM Hm il HM III » I H»H lll t l HU I »U i m»tmi»Ht l t PmH 
RV 2 REM U TRAIN CRAEV fPt.13 U 

ZV 3 REM It bV It 

GV 4 REH tt COLIN FALLER » 

SG S REM It---n 

KD b REM n PAGE 6 MAGAZINE - ENGLAND tt 
CV 7 REM BHUMtHH IIt lWH I ItH l t l fHIIHIHnUMnmMI I r tttttlt 
HN a REM 

EH 5 GRAPHICS O: GOSLlH lO: GOTO 100 
TK 10 GRAPHICS 2+161 POKE 55T,O1SETCOLOR 7 
,1,141SETC0L0R 4,13,6!SETCOLOR l^O^OlS 
ETCOLOR e,6,21SETCOLOR 
GT 11 ? tie I" ItiAQn 

VO 12 ? ubj" ’ra-o^^r^" 

OT 13 t W6J" [m" 

GV 14 7 tibj'* 0“'* 

HQ 15 7 ttbj" COLIN EALLER^* 

NN 16 ? «6J” 

MS 17 ? »6;" characters -SQO” 

LC 18 7 »6J** 

EF 19 7 tta;*' (jfijf-fiTNi 4Qa” 


ItiAQn 

[m” 


HQ 15 7 ttbj" COLIN EALLER^* 

NN 16 ? «6J” 

HS 17 7 »6;" characters -SQO” 

LC is 7 » 6 J** 

EF 19 7 tta;*' (jfijf-fiTNi 4Qa” 

¥K 78 7 116 5 7 116;"" 

LT 21 ? as;" reaains flTH ’^iPOKE 5Sa, 

341 RETURN 

QK 100 RANT(}P = PEEK{10&> IRESTORE 2000 : STAR 
T=HANTOP“«iCH=256K5TART 
MU 109 REM [Hir-linaffgiB 

PU 110 FOR I=CH TO CH+727 STEP 7!READ Al^ 
01^Cl,Dl,El,ri,Gl5P0KE 1,A1:P0KE I+ijO 
llPOKE 1+2,Cl:PONE 1+3,011 PONE 1+4,El 
SA 115 PONE 1+5,El:PONE 1+6,G1:POSITION 1 
3*6:7 a6; 39911-1,*" **:NE«T I 
UV 120 FOR l = CH + 776 TO CH +994 STEP 75 READ 
A2^D2,C2,Da,E7,FZ,G2:P0KE I*A2:P0KE 1 
+ l*B2JPOKE 1+2,C2I pone 1 + 3,DZ 
JA IZZ POKE I+4>E2:P0KE I+5,F2:P0NE I+G*G 
25POS1TION 13,6i? «6j3990S-Ii" “:NEMT 
I 

KA 130 TEMP=RAMTOP-ZOiDM=25&NTEMP:FOR 1=1 
536 TO 15385 POKE I,112:HEKT I:BOTTOMED 

H+ 2 ai 6 

FU 140 FOR 0 = 2 TO HO STEP 37: RESTORE 400 
:F0R M=V to 0+36:P0SITI0N 13,7:7 a6;ii 
Z-Mj" “:READ A,O,C,DrE,F,G,H 
JN 145 PONE DM+256W4+H,A:POKE DM+Z56»5+K, 
B:PONE PM+255N6+IC, C: POKE DM+256*7 + M* D : 
POKE DH+256WS+N,E+ieO 
EK 147 POKE DM+Z56«9 + K, F 5 PONE l>M+256»10 + K 
*G:POKE DM+256*11+N*H ' 

NF 150 POKE DM+Z56N4+K+111,A:POKE DM+256» 
5+h+lll*D:POKE DM+256N5+K+111,C:POKE D 
M+2S5*7+K+lli,0 

HS 154 POKE DH+256*a + M + lll,E + ieeI POKE DM+ 
256N9 + M + 111,r:POKE OM+256*! O + K + lll,6!P 
ONE l>H+25&*ll + H + lll* H : NEKT H 5 RENT M 
IN 200 RESTORE 2055 FOR 0 = 1 TO 65 READ OiPO 
KE DM+256wa+0,53:NENT V 
SE 205 data 20,50,97,133,168,206 
JN 250 FOR C = 224 TO 2551 POKE DM+256«tii + c, 
39:NEKT C 

RN Z55 FOR 0=39 TO 200 STEP 37:POKE Dn+25 
6«3+0*248:NEMT OiFOR 0=30 TO 200 STEP 
37:POKE DM+2S6N3+0,247:NEKT O 
PN 300 RESTORE SOO^FOR 1=1570 TO 1637:REA 
O A:POKE I,A;POSITION 13,8:7 a&;1578+5 
9-1;" "sNEKT t 

00 320 RESTORE 330:FOR T=1 TO 14:REAO 015 
POKE OM+256«0+0I,165:POKE DM+25&N1+0I, 
166: POKE DH+256«t2 + 0I,149:NEMT T 
UG 33a DATA 25,35,46,69,79*92*103,127*137 
*161*175,182*197*222 
DM 340 POKE DM+256W3+222,Z46 
HT 350 RESTORE 365:FOR N=41 TO 223 STEP 3 
7: READ OP:POKE DM+2S6N8+H* OP:POKE DH+2 
56N6+N+17 , OF ; POKE l>M+2S6«ia+M+29 , OP 
EP 360 NEKT N;POKE 559*0 
IR 365 DATA 159*160,161,162,163 
LC 378 POKE 1575,65:P0KE 1576*0:POKE 1577 
*6:POKE 560*8:POKE 561*6:POKE 764,255 
CS 375 POKE 53256*l:P0KE 53277* 2:GOSUB 10 


mil IJ i >■■■■! 


380 POSITION 2,11:7 B6: " rriFBH A ] \J7lAi T 
HO": RUN '*D:CRA7V":REH riTiT.9.T:«8MiNT4:M U 
se RUN "C:" 

399 REM ■:;:£»iin 

400 DATA 2,3*3,3,-76*178,48*39*1,66*69 
,69*33,43*1,49,1*78*71,65*58*44,1*58*1 
*72* 73* 74,42*45,1,51*1* 75,0,76*29*45 

481 DATA 1,39,1,75*8,76,29,46,1,39,1*7 
5,8,76,29,47*1,39,1,77,78,79,29,43*1,3 
9,1,88,61,02,29,43*1,49,1,76,8,76,29 

482 DATA 44,1,58,1,75*8*76,29,45,1*51* 
1* 75,8,76,29,26,0,39,1,77,78,79,29*1*2 
6*39,1*68,81,62,29,1*25*39,1,75,0,76 
403 DATA 29*1*26*39*1,75,6,76,29*1*25, 
39*1,75*0* 76,29*1,2 5* 39*1,77,76,79, Z9, 
1*25,39*1,68*69,69*33*1*25,39,1,70 

484 DATA 71,65*58,1,25*39,1,72*73,74,4 
2,1*26,39,1,75,8,76,29,1,25,39*1*75*8* 
76,29,1,25,39,1,75*8,76,29*1,25,39,1 

485 DATA 77,78*79,29*1*25,39*1*88*61*8 
2,29*25,0,39*1,76*0,76,29*43,1,49,1,75 
,0*76,29*44,1,58,1,75,8*76,29,45,1,Si 

406 DATA 1*77,70,79*29,45*1*39,1,66,69 
,69,33,46,1*39,1,78,71,65*58,47,1*39*1 

* 72*73,74,42*4 3,1,39*1,75*0*76,2 9,43 

407 DATA 1*49,1*75*0,76*29,44,1*50*1*7 
7*78*79,29,45*1,51,26*27,27,27,-72,169 

* 52,39 

499 REM 

500 DATA 104,169*0*133*283,141,4*212,1 
60,59,162*6,109,7,76,92 

501 DATA 220,198*203,165*203,141*4,212 
,16*31,169,7*133*283 

502 DATA 141,4*212,238*4*6,173*4*6*201 
,2 34 * 208,2*169,0,162 

503 DATA 0,157,4,6,232,232,232,224*39, 
208,246* 76,98*228 

599 REM 
999 HEM 

2008 DATA 8*8*0*0*0*8*0,0*255*255*255* 
255,255*255*255*255,0*7*29,117,85,65*8 
5,65,85,6^*85*85,85*85,35,85,252*253 
2001 DATA 253*253,253*253*253*253,253* 
263*253,253*253* 253*253*253*0* 255*255* 
131,131*131*131*131* 255*131*131*131 
2802 DATA 131*131,131*131*127*127*126* 
126*126,120*126*127*126*126*126*126*12 
6*126,120*126*126,126*126,126,120 
2083 DATA 127,127,127,255*24,24*24*24, 
24*24*255*0,0*8*0,0*8*255*255*255,255* 
127*127*127*127*127,255*127*127*127 
2804 DATA 127*127,127*127*127,127,127, 
127*127,127*255,255*256,255,265,254*25 
4*254,254* 254*255* 2 54*254* 2 54*254 
2005 DATA 254,264*254,254*254,254*254, 

2 54* 254,255,2 55*255,127*127,127*127, 2 5 
5,265*255,255*265*255,265*127,127,127 
2000 DATA 127,127,56*10,56,16*8,0,0,0, 
0,2 55,255*255* 255*255,255,255,0*127,12 
7*127,127*127*127,127*85,85*85,85,85 
2007 DATA 85,85*127,255*255,255*255,26 
5*8*0,0*0,224*184,174*170,178*170,178, 
170,170,178,170*178,178*178,178*178 
2088 DATA 170*178,178*170,178*170,254, 
255*195,153,146*137,153,195,255,255,23 
1,199,231* 2 31*231*129,255*255*195*153 

2009 DATA 243*231,287*129,255,255,129, 

2 43*231*243*153*195*255* 255*243* 227*19 
5,147,129*243,255,255*129,159,131*249 
2018 DATA 153*195,255,255*195,159,131, 
153,153*195,255*8,0,8*0*0,0,0*255,254, 
16*50,48*50,16*56*48*50,16*50*48 

2011 DATA 56,16*56*48*8,0*0*0*265,0,25 
5*255,16*40*68*13 0*08*40,16,0,8,224, 63 
,249,15*0*8,0* 8*7,252*287*112,0,8,8 

2012 DATA 255,255,255*255,255,0,0,1,25 
5,2 55,255*255* 255,0,126,255*255*255*25 
5,255,255*0,0*128,255,255*255,255,255 

2013 DATA 15,31*255,255,256*255*255,25 
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5,240,248,255,0*e,255,255,141,15,0,0,1 
27,3,1,0,255,0,255,255,255,2SS,255 
OV 2014 O^iTft 126,255,0,255,255,254,192,12 
0,0,255,0,255,255,0,0,255,255,241,240, 
0,0,254,10,124,10,55,16,55,16,0,255 
KO 2015 OOTO 255,255,255,255,255,128,0,0, 
0,0,0,0,0,132,0,6,0,0,0,0,0,33,0,0,0,0 
,0,0,124,254,16,56,124,254,124 
JU 20S9 OftTft 56,15,0,127,127,127,127,127, 
127,52,0 

ZC 2060 00T6 0,63,127,127,127,127,127,127 
Fft 2051 DATA 0,255,255,255,255,255,255,0 
BL 2062 OATA 0,240,252,254,254,255,255,25 
5 

PC 2053 OATA 0,0,0,0,255,255,255,255 
eC 2064 OATA 127,127,127,127,254,254,252, 
245 

UT 2055 DATA 255,255,255,0,0,0,0,0 
CP 2066 OATA 254,255,255,255,127,127,127, 
127 

eV 2067 DATA 0,7,31,63,63,127,127,127 
BR 2060 DATA 255,255,255,127,127,127,127, 
127 

AO 2069 DATA 127,255,255,255,255,255,255, 
O 


LH 21Q4 DATA 252,198,196,204,190,198,252, 
O 

DD 2105 DATA 195,195,102,60,24,24,24,0 
PH 2110 DATA 198,126,124,198,192,192,222, 
196 

IH 2111 DATA 24,24,190,198,190,110,60,24 
UN 2112 DATA 0,0,126,126,126,125,126,126 
LI 2113 DATA 56,16,190,190,19S,190,198,10 
8 

J« 2114 DATA 198,124,124,190,192,124,6,6 
HG 2200 DATA 204,240,248,204,198,190,190, 
190 

YK 2201 DATA 190,198,190,238,254,254,214, 
190 

FT 2202 DATA 24,126,24,56,120,24,24,24 
ZF 2203 DATA 192,254,124,198,6,12,56,96 
OC 2204 DATA 190,124,124,198,6,28,6,6 
ZL 2205 DATA 12,12,12,20,60,100,204,254 
JO 2206 DATA 198,124,254,192,192,252,6*6 
CC 2222 DATA 0,05,0,0,0,0,0,0 
AM 2223 DATA 0,0,8,O,0,0,0,O 


YR 2070 DATA 0,62,127,127,127,127,127,127 
OD 2071 DATA 0,0,0,128,192,224,240,240 
«N 2072 DATA 252,254,255,255,255,127,03,3 
1 

EW 2073 DATA 15,7,3,1,0,0,0,0 
KZ 2074 DATA 127,127,255,255,255,255,255, 
255 

FC 2075 DATA 255,255,255,255,255,127,127, 
127 

HJ 2076 DATA ±27,127,127,63,63,31,7,0 
GL 2077 DATA 127,127,127,62,0,0,0,0 
HU 2076 DATA 0,0,0,0,62,127,127,127 
NE 2079 DATA 255,255,255,254,254,252,240, 
0 

JJ 2080 DATA 0,255,255,255,255,255,255,3 
C« 2081 DATA 0,254,255,255,255,255,254,25 
2 

DK 2082 DATA 3,7,15,15,31,63,63,127 
Z» 2083 DATA 246,248,240,224,224,192,128, 
126 

5F 2084 DATA 0,1,1,3,7,7,15,31 
Nf 2065 DATA 255,254,252,252., 240,240, 240, 
224 

CD 2086 DATA 31,63,127,127,127,127,63,0 
BH 2087 DATA 192,255,255,255,255,255,255, 
0 

LH 2088 DATA 127,63,63,31,15*7,3,1 
KU 2089 DATA 0,128,193,227,247,255,255,25 
5 

HK 2090 DATA 127,254,254*252,248,240,224, 
192 

EF 2091 DATA 198,124,124,198,198,192,192, 
198 

UN 2092 DATA 198,124,124,198,198,198,198, 
198 

LU 2093 DATA 192,254,192,192,192,192,192* 
19Z 

IH 2094 DATA 24,126,126,24,24,24,24,24 
CK 2095 DATA 198,190,198,238,246,254,222, 
206 

OT 2096 DATA 192,192,254,192,192,248*192, 
192 

51 2097 DATA 198,198,124,198,198*198,254, 
196 

DM 2096 DATA 192,254,254*192,192,248,192, 
192 

KM 2099 DATA 204*198,252,198,198,198,252, 
216 

LM 2100 DATA 0,63,127,127,127,127,63*0 
FN 2101 DATA 0,255,255,255,255,255,255,12 
7 

U¥ 2102 DATA 0,252,254,254,254*254*252,0 
rty 2103 DATA 127,127*127,127,127,127,127, 
127 


C5 1 REH m 
5H 2 REM ft 
ZV 3 REM It 
GU 4 REM O 
5G 5 REN n 


mmaxmamm 


TRAIN CRAZY Pi.2 
COLIN FALLER 


n 

n 

n 

tt 


KD 6 HEM It PAGE 6 MAGAZINE - ENGLAND » 

cv 7 REH ... . . 

HM 8 REM 

UP 9 POKE 2,52;P0KE 3,185:POKE 9,ZiTRAP 3 
0080fREM FOR 4007600 U5E POKE 2,64 ins 
Of POKE 2,52 
MR lO POKE 559,0 

OF 11 POKE 53248,OrPOKE 53250,0:POKE 5325 
1,0:POKE 53249,0:LEV=0:SC=0;LI=&:LP=0; 
a=0:GH=e:BA=5£CN=32:GOTO 50 
HU 12 RESTORE 13:FOR U=1 TO 6:READ 0:P0KE 
DNT256R1+0,104:HEKT U 
HL 13 DATA 20,50,97,133,168,206 
LQ 14 FOR T=38 TO 200 STEP 37;POKE DH+256 
»3 + T,247 I POKE DM+2S6W3 + T +1,248;NEMT T 
IP IS GRAPHICS 0:POKE 559,0:P0KE 62*0;RE5 
tore 30:DL = PEEKISOOJ +PEEKCS6il»256 + 3:P 
OKE 752*l:P=il5RC1576) 

MK 20 POKE DL,701 POKE 560,35:FOR A=3 TO 1 
9: READ 6:POKE DL + A,B:NENT A 
MU 30 DATA 2,2,2,2,2,2*3*2,6,14,10,6,1,15 
,6,3*7 

BO 40 POSITION 32,0:? ** jK 1 V J ^ U^ jk l/\/ J 

N "m^VM_3 ^ 

WK *5 ? ,» m hI-InI-4 h «,■ n _H^ NF 

4«. M**;:? ," t [ tt Cj^lC t ■ 

Ip t tt t| Tl r'*;POKE 623,2 
MU 46 POSITION 24, S:? "M M H 11 tl I I 11 I t I I 
I 1 r I I I 1 I I I I H I'*: POSITION 7,7:? "ad'* 

UE 47 POSITION 10,8:? f9CChi":P0S 

ITION 18.9i? I I I I I M I I 1 n":GOTO 65 
AY 50 RANT0P=:PEEKtl05) 

BR 51 START=RAnTOP-8:CH=256WSTART;POKE 75 
6,START 

SI 52 TEMf>=RAnTOP-2e:DM=256NTeHP;FOR 1 = 15 
36 TO 1538IP0KE I,11Z:NEKT 1 
OP 53 FOR I=1S39 TO 1572 STEP 3:POKE 1,87 
SPOKE 1+1,0:POKE 1+2,TEMP:TEMP=TEMP+1j 
NEKT I;GOTO 12 

RH 65 POSITION 1,0:? "□ ^+D %+Q %+□ *% 

+a"‘M POSITION 8,10 :? "ua %+a %+Q % 

+2 ^+Q 

lU 90 RAMT0P=PEEKei06»:SETCOLOH O^O^OtSET 
COLOR 4*13,B:SETCOLaR 1 * 1*14:SETCOtOR 
3*6*6:SErC0L0R 2*9*4 

CD 95 START=RAMT0P-8 ; Ctl = Z56NSTART : POKE 75 
6,START 

MV 98 GOTO 110 


L # _ 
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^ h 















KE lee P05iTi;aH "'D ^+DX+D " 

b+0*":POSiTiOtt ?,ie:? "|£3 %+Q ^+B ^+a■ 
k+D Gosue los 

lei POSITION i,&i7 *'+0^+Q^+BX+Dlk+D 

POSITION S,10i? "□ ^+B %+B 

Ha^+Q*'*; JGOSUB los 

MD loz POSITION l,Oi? *'k+Q %+B ^+D 

Q : POSITION 9,10!? “ %+0 %+ta ^+B 
□ %+Q : GOSUB 105 

NK 103 POSITION 1,0:? '■ X+Q ^+Q %+□ ^+D X 
+0%'*:POSITION s,i0:? "k+B X+GX+Q^+B 
X +0 x*"j : GOSUB leSSGOTO 100 
GU 105 If PEEKf€3Z793=& THEN GOTO 290 
JO 107 IF STRlGCO)-e TNEN GOTO ZSO 
TZ 108 0S”05+12S:BGT=4!If 0S=250 THEN 0S= 
0]BGT=OGT=e 

OP 109 SOUND l,as,8,BGT!PET0NN 
MT 110 DIM PMSC2e40) 

jr 120 PM$ClJ=OHftS|B» ;P|1$<ZO40)=:CttR^C0J :P 
HSC2»=PN$ 

UR 130 DIM CStlZO) 3C^C1}-CHR$ £03 :CS C1Z9}:= 
CHRS C0> iCS £21=CS 
VB 140 DIM P$C170|;P0KE 555,3S 
HU 150 RESTORE 170;FOR L=1 TO 160 STEP 7: 

READ A,B,C,P,E,r,G:Ca=C0+128 
RQ 160 CL,L]=CHR5(A>;P5CL+1,L113=CHtt$(B 
1 :P5 CL+Z,Lf23=:CHR$fC3 : PS CL+3 , L+3J "CHRS 
£D3:PSCLf4,t+4}=CHR$£E} 

HO 154 PS£L+5,L+53=CHRS£F]:PStL+6,L+G)=CH 
RSCGJ!SOUND 1,Cft,0,4:NEKT L 
PF 165 SOUND 1,50,10,3 I FOR T = 1 TO 75 
MC 166 NEKT TsSOUND l,e,0,0iFaR T=1 TO 75 
iHEKT TjSOUND 1,50,10,3 
OK 170 DATA 0,0,0,0,24,52,63,60,152,216,2 
20,124,60,24,52,96,130,131,0,0 
UC 171 DATA 0,0,8,46,104,iZ6,120,152,220, 
220,124,56,24,56,206,136,12,0,0,0 
BU 172 DATA 0,0,0,24,52,63,60,152,216,228 
,124,60,24,24,112,88,24,0,0 
Oe 173 DATA 0,0,0,24,52,63,60,152,216,220 
,124,68,8,6,0,0,28,8,0 
KV 174 DATA 0,8,0,24,52,63,68,152,216,220 
,124,68,24,20,62,34,51,0,0 
OJ 175 DATA 0,0,0,0,8,24,52,63,60,152,220 
,124,60,a,8,6,28,0,0,0,8,0 
QK 176 DATA 255,255,255,255,255,255,255,2 
55,255,255,255,255,255»255,25S,255,255 
,255,255,255 

TS 177 DATA 255,255,255,255,255,255,254,2 
54,252,252,246,240,240,240,224,224,192 
,192,8,8 

AZ 190 A-ADttCPnSl 

OH 208 PHBASE^INTCA/ie24]«10Z4 

UN 218 IF PmASE<A THEN PH6ASE = PH6ASE + 182 

4 

PM zze s-phbase-a 

UR 230 POKE 54279,PMBASE/256 
ZM 240 Pe = S + 512 ;Pl=:S+640J P2 = S +768SP3 = S + 69 
6 

JU 250 POKE 53257,2:POKE 705,61:POKE 559, 
43:P0KE 53277,2 
OP 260 POKE 53249,0:Y=34:I=S6 
UL 270 PHSCPi+Y,Pl+V+19J=PSfI,I+19J 
HI 260 POKE 764,255;POKE 784,16;POKE 706, 
16 SPOKE 787,10;POKE 53248,0:POKE S3251 
,8!POKE 53258,0 
PR 262 1=139 

VM 283 POKE 53256,1;POKE 53256,1iPOKE S32 
59, 1 

RE 284 FOR U=e TO 90 STEP 20:PHSCP2+U,P2+ 
04-193 =P6C120,11 : HEKT U 
TI 265 FOR U=e TO 00 STEP 28:PHSCP3FU,P3+ 
UF193=PSC120,II:NEKT U 
HT 286 FOR U=0 TO 100 STEP 28:PHSEPO+U,PO 
+U+19I=PSfl28,II;NEKT U 
YS 267 PnS CP3 + 62,P3+62+193 =PS £140,140+199 
;PHStPO+113,piO+113+103 =PSCI, I+IOI 
LZ 269 FOR T=1 TO 43 STEP 3tPOKE 53246,T! 
POKE 53250,13+T;P0KE 53251,27+T:NEKT T 


:goto loo 

JV 298 SOUND 1,50,10,3iFOR T=1 TO 75:NEKT 
T:SOUND l,O,O,e:F0R T=1 TO 75:NEKT T! 
SOUND 1,50,10,3 
ND 308 RONTOP=PEEK£1061 

PC 310 START=RAHTaP-6 iCH=256«START;P0KE 7 
S6, START 

JO 328 TEMP = RAMT0P'-'ZO ; DH=2564tTEl4P : FOR 1 = 1 
536 TO 1536:POKE I,112;NEKT I:POKE 559 
, 0 

JJ 321 POKE 623,Z:P0KE 53277,ZSU=U5R£1578 
9 : ? *'K“ 

LU 323 POSITION 26,8:? ' 



FE 326 POSITION 14,4:? ■*, 


udgvbe 

Mt H H H H H N cdsKt 9" 

CT 327 POSITION 37,7:? 



LN 33© FOR 1=1539 TO 1572 STEP 3:POKE 1,8 
7:POKE 1+1,8IPOKE 1+2,TEMP:TEHP=TEHP+1 
:NEXT I 


NH 333 RESTORE 335;FOR N=1 TO 20:READ OP; 
POKE DH+256«3+OP,esNEMT N;SOUND 1,0,8, 
O 

RM 335 DATA 53,67,156,140,188,116,170,191 
,26,134,176,211,20,61,123,201,43,145,1 
64,206 

EM 348 SETCOLOR 1,1,14:5ETCOLOB 4,13,6;SE 
TCOLOR 8,0,8;SETCOLOR 3,13,B;SETCOLOR 
2, 9,4 

FJ 365 RESTORE 366;PDKE DL,76:P0KE 568,35 
:F0R A=3 to 14;READ B;P0KE dl+a,b:meht 
A;POKE 559,43 

DI 366 DATA 14,3,15,14,3,15,14,10,14,1,3, 
6 

DY 400 POKE 764,255:POKE 53249,98:TT=O!ZK 
=0;P0KE 752,1 

JF 420 TT=0;V=S4IH-98!1=1:SC=SC+M 
HK 421 POKE 53276,8:SOUND 1,8,0,8 
ON 422 0=0+1!IF 0=7 THEN TT=TT+1:POSITION 
34-TT+ZH,2:? " “:0=O;IF TT-ZM=28 THEN 
3088 

PG 423 S=STICK£61:1F S=14 THEN GOTO 686 
MH 431 IF S=13 THEN 1=96iM=K-1:GOTO 478 
ZE 433 IF STRIGt8l=e THEN M=M+l]aOTO 455 
LR 444 GOTO 5088 
BR 455 IF K>16e THEN K=168 

MB 459 1=1+19!IF I>76 THEN SOUND 1,258,18 
,6!1 = 1;SC = SC + 12£ SOUND 1,8,6,8 
NJ 460 GOTO 580 

PO 478 IF K<53 THEN GOTO 3088 
RP 580 POKE 53249,11 

UC 518 PMS£Pl+¥,Pl+T+199=PS£I,1+191 
LR 515 IF PEEK£532521>10 THEN 28088 
AL 516 IF PEEK£532531>8 THEM 18880 
ON 528 GOTO 422 

SB 680 1=3;V=230:F0R Y=I6 TO 22 STEP -2:0 
=M-18!S0UND 1,U,10,5:IF peek£532531>8 
THEN 18008 

IH 618 PMSCP1+V,P1+Y+199=PS£1,1+191:NEKT 

V 

DD 620 1=3:U=128:FOR V=22 TO 37 STEP 2;M= 
0+le!SOUND 1,U,10,5:1F PEEK£532531>O T 
HEN 3880 

IL 638 Pn$ CP1 + V,P1 + V + 199=P6£1,1 + 191 ;HEKT 

V 

U6 635 1=56:PM$CPl+34,Pi+531=R$CX,X+199 
IH 788 V=34!1=56 I SOUND 1,8,8,0;GOTO 422 
UZ 908 POKE DM+Z56N3+222,8fX=3;FDR V=I7 T 
0 38 STEP -l:SOUHD 1,Y+V+Y+V+V+V+V,18, 

5 

IK 918 PMSrPl+V,Pl+V+199=P$£I,1+199:NEKT 

V 



■■■if 

U 


""■ail 


■■miiir 


I r_. 




“ ■—■_,_ 







■*iLI 


^20 1=22:FOR V=TO TO 98 5TEP 2: SOUND 1 
,V+V,10,5 

JC SZ2 I=T+lS:rF I>7e THEN 1=1 
10 9511 PM* tl>i + V,Pl+V + 191=PS :NEHT 

V 

UV 2000 CRARUZCS 2+10:POKE SSS,O:SCTCOLDR 
Oj1j14:SETCOLDR 4j13,0»SETCOLOR 1^0,0 
:SETCOLOR 3,6,6lSETCOLOR 2,9,4 
TM 2005 LEV = LEO+l:? H6i“ HoOl Do[iB" 

;? ho;*'" 

ftr 2010 ? Bt;" [SU«D "JLEUI? H6J"" 

DT 2020 2 HOJ" sFlilBr " ; INT tSO+Z15 : ? 

BOf 

KH 2022 2 ttOj'* ";L1-1 

RF 2050 POKE 2eS,61.:P0KE 559,42 
OU 2000 I=Z2:FDR V=M TO ZZZiPOKE 53249,V; 
SOUND 1,0,0,0 

RR 2070 1-1+19:IF I>70 THEM SOUND 1,250,1 
0,5:1=1 

02 zaso PM*tPl+90,Pl+90+l9>=P5Cl,I+19J:PO 
SITIOH 12,4:2 *#6 ; INT fSC+V> ! NEWT ¥ 

UV 2090 1=115:FOR V=10 TO 120 STEP 5 
D¥ 2095 PMStPl+V,Pl+V+19S=P*tI,1+193:NEKT 
ViSOUMD 1,0,0,O:POSITIOH 12,2:? OOjlE 
0+1 

GN 2090 POSITION 7,0:? HOj^GoOZ! Lli{X3": POS 
ITIOH 12,2:? tt&;Lev+liCV=0 
vs 2099 FOR ¥=0 TO lOO:C¥=C¥+06:SOUND 1,C 
V,10,0:NEKT V:LL=LL+l !sound 1,0,0,0 
CO 2170 IF LL=G THEN LL=1 

TO 2200 RESTORE 2Z5a+LL:F0R N=1 TO 4lR£OD 
OP] POKE DiM+250»3+OP, 105: NEWT H : POKE 5 
59,0 

OH 2210 GRfiPHlCS OiPOKE 559,O:RaMTOP=PEEK 
cieol 

ES 2220 STDHT=RflMT0P-0:CM = Z56*STftRT:POi{E 
750,START 

DR 2ZZ5 TEMP=HR«TOP-20SDM=Z56»TEMP:FOH I= 
1535 TO 1530IP0KE 1,112:NENT I 
PO 2230 FOR 1=1539 TO ±572 STEP 3:POKE I, 
07;POKE 1+1,OiPOKE I+Z,TEMPiTEMP=TEMP+ 
l:NEKT l;GOSUft 2300:GOTO 340 
¥L 2Z51 DATO 53,07,156,140 

IH 2252 DATA 100,110,170,191 

RV 2253 DATA 20,134,170,211 

LT 2254 DATA 20,61,125,201 

OH 2255 DATA 43,145,164,205 

UR 2300 POKE Df4+256Kr3 +222,240 : POSITXQN 20 

,0:? 


hehi pc| 


ON 2310 ? 


rrrrrrrrrrrrr 


CV 2320 POSITION 14,4:? " 


rrrrrrrrrrrrrrr 


udgvb 

eut N H H H H H" 

JC 2321 POSITION t2 + BN,6:? "4zyx W*:POSXTl 
ON 6,6:? '*cd5ht ■•:P05ITX0N 13,5:? " 


SH 2310 POSITION 37,7!? "i 


fffffffffffftiunr- 

NH 2340 7 


POKE 705,5l:LP=O:BA=5:CK= 


32 


CJ 2350 RESTORE 235SiFOR V=1 TO 6:READ Oi 
POKE DM+Z56«hl+0,104 : NENT U:a = 0:GH = 0 
AJ 2355 DATA 20,58,97,133,160,206 
MT 2360 FOR T=38 TO 200 STEP 37:POKE DM+2 
S5*3+T,247:POKE DM+256W3+T+1,240:NEMT 
T:RETURN 

10 3000 FOR T=a TO 255 STEP 15:POKE 705 ,T 
:SOUHD 1,T,10,0:NENT T 
CA 3001 FOR T=Z55 TO 0 STEP -15:POKE 705, 
TiSOUND 1,T,10,a:NEKT T:SOUND 1,0,0,0: 
POKE 53249,0:Ll=LI-i 

VE 3002 GRAPHICS Z+16:P0KE 559,B:SETCOLOR 
0,1,14£SETCDL0R 4,13,O:SETCOLOR 1,0,0 
iSETCOLGR 3,6,6iSETCOLOR 2,9,4 
HI 1005 ? H6;" bEH Lutl3’*i? **5;"" 

DD 3010 ? B6;** EEveD ";leo+ 1:? tt6;"" 

DU 3020 ? H6;" sSSRP "jINTCSC)+215i? 

« 6 ; 

■■■■1f 
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¥H 3025 ? no;'* LiCBS 

ZJ 3026 POKE 5S9,42:F0R U=1 TO 200:NEMT U 
:IF LI = 1 THEN POSITION 12,6:? »B :"O":F 
OR U0=1 TO 200:NEKT UOiGOTO 4000 

uz 3090 r=ii5:FaiR ¥=10 to 120 step 5 

HC 3095 PM*ePl+¥,Pi+¥+±9J=P*fI,T+193:NEKT 
ViPOSZTlON 12 , 6 :? neiLi-i 
□ D 3098 POSITION 7,8;? H6; "GoCiIS 11133" 

ZE 3099 FOR ¥=2400 TO 0 STEP -25:SOUND 1, 
¥+¥,10,5 :NEKT ¥:P0KE 559,0:6N=ON“l; GOT 
D 2210 

ZD 4000 GRAPHICS 2+16;POKE 559,O:SETCOLOR 
0,0,0:SETCOLOR 4,13,0:SETCOLOR 1,1,14 
;SETCaLaR 3,6,6:SETCOLOR 2,9,4 eV=0 
VK 4001 POKE 559,43 

Ktl 4005 FOR T = 2 TO 12 : U = V + 1 ZB : FOR 0 = 0 TO 
a:HEKT O;S0UND 1,V,6,6iPOSiTlON T,l;? 
«5;'* SAMS'* SNEKT T : POSITION 13,1 
HCt 4005 ? BO;" "; POSITIOH 9,0 i? B6;'”tB 

ahS'* 

JI 4007 FOR T=Z TO 17:0=V+IZ6:FOR 0=0 TO 
BIHEKT Cl:SOUMD 1, V , 8,6 ! POSIT ION T,l:? 
Be;'* [I]Uea'*:HEHT T: POSITION 17,1 
JK 4 008 7 B6;" *'; POSITION 14,0i? B6;'* 

0VeH" 

NB 4010 POKE 559,42 I POSITION 7,0:7 tt6 i *'[3A 
IDveS '*!? tt5j*'*':souND i, 0 , 0,0 
AU 4030 7 B5i*' sIlDPe **;SG+21S;? B6:'‘ 

IP 

FK 4B40 7 »5;*' Pr[ES aiArQ": ? ttS;*'" 

OH 4045 ? S6;'* nU B E3 N#C GdQf' ; ? HBj" 

■■:POKE 559,42:G0SUB 4050 
ZK 4047 FOR V¥=l TO 15:POSITEOH 6,4:7 BO; 
■' ‘':FOR T = 1 TO 30: IF PEEKf53 

279)=6 THEN RUN 

PL 4045 NEMT T ! POSITION 6,4:7 H6;*'Pr[^JS 0 
ilArG'*:FOR T = 1 To 30: IF PEEKC53279)=6 T 
HEN RUN 

fiV 4049 NEKT TiNEMT ¥¥!RUN 

GZ 4050 IF SO 15000 THEN POSITIOH 4,B:7 B 
6; “saamiziKanni'* L RE TURN 
JM 4051 IF SC>100eo THEN POSITION 6,0:? « 
6 ; **GREAT SCORE" : RETURN 
GT 4052 IF SC>40e0 THEN POSITION 7,B;? a6 
j £ RETURN 

PR 4053 IF SC<4eOO THEN POSITION 7,0?? HO 
i"trM #9310*': RETURN 
LCt 5000 PNS tPl + V, Pl + ¥ + 193 =P* Cl, I + I93 
MK 5001 X=5S£K=K-2.4:S=STICKCe) 

PG 5002 IF PEEKC53Z5X)>0 THEN 10000 
MT 5003 IF S=l* OR S=13 THEN 422 
JF 5004 IF STRIGCO)=0 THEN K=K+1:G0T0 455 
fS 5010 POKE 53249,M:IF K<53 THEN GOTO 30 
OO 

DT 5030 GOTO 5000 

KG 9000 IF PEEKt53Z53)=2 THEN SC=SC+200:G 
OTO 9002 

OF 9001 GOTO 620 

HH 9002 RESTORE 9O04+LP:READ OtPOKE DH+Z5 
6«l + 0,01 SOUND l,5e,10,B;IF 1_P = 4 THEN C 
K=-0iBA=6 

RT 9003 IF LP=S THEN CK=-B : BA=5 

GT 9004 DATA 20 

LH 9005 DATA 58 

HG 9006 DATA 97 

HR 9007 DATA 133 

LS 9000 DATA 160 

IN 9009 DATA 206 

YF 9010 POSITION CM + LP + LP, BA : ? *'Z*' 

DM 9011 1=3!U=120:ZK=ZM+3!POSITION 30-TT+ 
ZM,2:? "[333'*: 0 = 0: FOR Z = V TO 37 STEP 2: 
V=V+ie:SOUND i,v,10,5 
¥¥ 9020 PHS tPl + Z,Pl+Z + 19)=P* tl , 1 + 19) : NEKT 
Z:i=5B 

OH 9025 PHSCP1+34,P1+S3)=P*CI,t+193:¥=34! 
GOTO 421 

ZZ 10000 IF PEEK 153253)=B AND LP = 5 THEN 9 
00 

GC lOOei IF PEEKC53253)>e THEN 9000 
ZV 20000 0=D+37;POKE DH+25&*3+0+2,OiPOKE 
DM+2S6W3+0+i,0:LP=LP + 1+ 0-0:GOTO 421 
GL 30000 RUN □ 














GREAT AMERICAN 
CROSS COUNTRY 
ROAD RACE 

Activision 
4SK disk £14.95 
4Sk cassette £9.95 
1 player 
Joystick 

Along with Broderbund^ Activision 
has to be the most improved software 
house of the past year or so. Significan¬ 
tly, it was their recent DK release of the 
brilliant Lucasfilm range of games which 
rocketted them to the lop of the ‘Third 
Party’ league (in my humble opinion, at 
any rate) and, with the quality of their 
own software improving all the time, a 
real ‘killer^ game was always on the 
cards. Well, iPs finally arrived, 

AMERICAN ROAD RACE is a 
high-speed racing game which knocks 
all other racing games for six. It might 
well have been based on the film *C&n- 
nonball Run^ such are the similarities 
between the tw^o. Like the film, ROAD 
RACE is a city to city madcap excursion 
across America in which you must tr>' 
to complete the journey in as quick a 
time as possible and, hopefully, add 
your name to that illustrious ROAD 
RACE scoreboard. Can you get your 
name in lights up there beside All 
American Al, Eastside Eddie, Move 
Over Mary and all the other hot-shot 
Road Racers? If you make it into the 
Top 10 your name will be slotted into 
the appropriate place on the board and 
you can then save that particular ‘field’ 
to tape or disk as a permanent record of 
your achievements. 

ITic screen view is much the same as 
in Baja Buggies or Pole Position, though 
the scenery is far more spectacular and 
changes as you progress through the 
different States. The game would soon 
become monotonous if you had to suffer 
the same old background scenery, hut 
the ever changing countryside gives an 
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added interest as you carve your way 
through the deserts of New^ Mexico, the 
ice and snow of Colorado, and the lush 
green fields nf New York State. 

This isn‘t a race track so, naturally, 
the roads are crammed wdth other 
motorists (read ‘pests’) cruising along al 
the kind of speeds designed to set your 
nerves on edge as you try to weave your 
way through them at turbo-speed. 
Speaking of turbo-speed, your car is 
capable of 240mph (which leaves you 
wondering exactly whal sort of car you 
are meant to be driving as not even a 
Group 5 Racing Porsche can reach 
those speeds!), so nothing on the road 
can touch you - not even old ‘Smokey 
Bear’ himself. A radar warns you of the 
presence oPda fiizz*, so get that pedal to 
the metal and, at 240mph, you’ll blow 
dem Smokies off the road. You can also 
slow down to a respectable law^-abiding 
speed (below 70mph) but anything in 
between will cost you a ticket and valu¬ 
able race timcn 

At the outset you have the choice of 
four different routes with varying race 
lengths and degrees of difficulty. ITiree 
of these arc West Coast to East Coast 
routes and the fourth is a slog round the 
w^hole of America visiting every^ single 
city on the map^ The map is displayed at 
the start of each new^ game and at each 
stopping point along your chosen route. 
As well as relaying the obvious informa¬ 
tion, it also shows road conditions 
ahead and your current race position. 

Just for added realism the road condi¬ 
tions vary from city to city and you will 



encounter ice & snow, fog, roadworks, 
potholes in the road, etc. as well as the 
obligatory night driving. As you may 
have gathered by now^, this game’s a real 
endurance test! 

Obviously, you can’t race all the way 
across America on one solitary tank of 
petrol and you have to make frequent 
stops at roadside Fuel Pumps to take on 
more gas. Slopping at these is quite 
tricky and should you miss one and 
subsequently run out of fuel, you’ll have 
to ‘push’ the car to the next pump. ITis 
is also the penalty for revving loo high 
in one gear and blowing your engine. All 
this wastes valuable time, so it’s best to 
keep checking the instrument panel - 
located at the bottom of the screen - for 
signs of trouble. The insimmenis are 
clear and precise and include genuine 
rotary-dial speedometer and rev coun¬ 
ters. None of this digital rubbish here! 

In the race itself you have a set time in 
which to travel from one city to the 
next, llie distance between each city 
varies considerably as does the amount 
of traffic on the road, but it alw^ays gets 
noticeably heavier as you hit the City 
Limits on each stage of your journey. 
All the cities have their own individual 
and, to the best of my knowledge, 
authentic skylines - the Statue oflliberty 
at New York, the mountains of Denver, 
the White House al Washington etc. - 
and greatly adds to the enjoyment of the 
continued overleaf 
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game. Ifs even worth tackling the 
hazardous ^All Round Trip^ in order to 
view the skylines of the individual cities 
on the map. 

If I have any criticism at all about the 
game, it concerns the cars and motor¬ 
bikes of the opposing traffic some of 
which aren’^t all that cleverly defined. 
As a driving simulation it isn’t quite as 
realistic as Pole Position but the many 
and varied scenarios of ROAD RACE, 
the brute speed (it makes Pole Position 
look positively leihai^ic) and^ most of 
all, the realistic feel of revving the 
engine as you change up and down 
through the four available gears more 
than compensates for any short¬ 
comings. 

To sum up, ROAD RACE is a true 
"megagame' in every sense of the word 
and rates right up there alongside 
FRACTALUS and DROPZONE. Keep 
*em coming Activision!!! 


REALM OF 
IMPOSSIBILITY 

Electronic Arts/Anolasoft 
48K disk £12-95 
1/2 players 
Joystick 

Anyone remember a game called 
ZOMBIES by Bram Incorporated? 
Bram are no longer in existence but 
Electronic Arts have taken Zombies, 
spruced it up a bit, added a few more 
levels and re-released it under the title 
REALM OF IMPOSSIBILflX 



I’he game (in both if s guises) is a 3-D 
dungeons & ladders game featuring a 
crudely delined, nameless character 
whose task it is to recover the seven 
crowns of the middle kingdom which 
have been stolen by an evil cleric called 
Wistrik and scattered throughout his 
dungeon strongholdn 
ITiere are 13 dungeons in all, each 
with it’s own individual name. Some 
dungeons are locked others are not. 
Some contain the seven crowns whilst 


others contain keys to gain access to the 
locked dungeons. An options screen 
allows you to choose your starting 
dungeon, providing you stick to the 
unlocked variety. 

All 13 dungeons are inhabited by 
creatures hell bent on your destruction - 
zombies (hence the original name oft he 
game), spiders, snakes and killer orbs. 
You begin with a set number of ^Hit 
Points" and each time a creature con¬ 
tacts you, your points are reduced 
accordingly. If your hit points reach 
zero the game is over. Mercifully, you 
have a couple of * secret weapons’ at 
your disposal. Magic Crosses are un¬ 
doubtedly the most useful. You drop 
these by pressing the firebutton and 
they keep the creatures at bay for vital 
seconds - just long enough lo put some 
distance between you and the nasties. 
You also have the ability to cast spells 
which either freeze or confuse the crea¬ 
tures. However, in order to cast a spell 
you must first stand perfectly still, hold 
dow'n the firebutton and then push the 
joystick in the desired direction. With a 
host of deadly creatures snapping at 
your heels the last thing you want to do 
is stand perfectly still and the only safe 
way to cast a spell is when the creatures 
are nowhere near you, which is a chronic 
waste of a good spell! As an alternative 
you can use the space bar although this 
is still not very satisfactory. Inciden¬ 
tally, you gain extra spells by collecting 
the magic scrolls which are dotted 
about here and there, but why bother 
when the spells are about as much use 
as a used teabag anyway? 

Each dungeon is beautifully drawn In 
intricate 3-D and the author must have 
taken months to design them all. What a 
pity the rest of the game doesn’t match 
up. A two player co-operative mode 
does little to haul gameplay above the 
mediocrity level. Animation, par¬ 
ticularly of the main character, is crude 
and downright unprofessional, the use 
of colour leaved a lot to be desired and, 
quite honestly, the whole game looks 
dated and completely out oftouch with 
what is happening in the software world 
right now. 

Roth Electronic Arts and Arlolasoft 
have been responsible for bringing some 
top quality software to these shores. 
Bearing that in mind, I therefore can’t 
see the attraction of this game. If only 
Ariolasoft would release the likes of 
Broderbund’s KARATEKA. Now that 
would be something!!! 


SPY HUNTER 
Sega/US Gold 
48k disk £14-95 
48k cassette £9.95 
1/2 players 
1/2 joysticks 
keyboard 


Most people would agree that, w^ith 
few exceptions, the Americans still lead 
the field in top quality software with 
Lucasfrlm, Synapse, hirst Star and, 
lately, Activision and Broderbund 
showing everyone else how it should be 
done. Some way below this elite group 
come the likes of Sega. 

Sega are a company who baffle me. 
Despite years of Atari experience they 
have yet to produce a game which can 
be classed as even moderately excep¬ 
tional. True, they make great arcade 
games but their Atari computer conver¬ 
sions are invariably sub-standard due to 
the f^ct, no doubt, that they persist in 
cramming them Into 16K Rom car¬ 
tridges - but then again Activision, 
Parker Bros and even Atari themselves 
have produced some brilliant Roms in 
their time, so where does that leave 
Sega? 

Anyway, SPY HUNTER is yet 
another arcade conversion which init¬ 
ially found if s way onto the Atari via a 
16K Rom and has subsequently been 
downloaded onto cassette so that it now 
masquerades as a 48K program. Sur¬ 
prisingly enough, ifs actually quite 
good. 

SPY HUN l’ER is a driving game 
with a antes Rond’ type spy theme. 
The life of a world class master spy is 
not a cushy one as any budding James 
Bond will tell you and, in this game, you 
must endeavour to drive your spy- 
mobile down a bu.sy highway, chased by 
an endless string ofpsychopathic killers 
With equally psychopathic names such 
as the Switch fftadc, the Enforcer, Doc¬ 
tor 'forpedo and the Mad liomber. 

Your spy-mobile is equipped with an 
arsenal of deadly weapons to help you 
dispose of your enemies and extra 
weapons are gained by driving your car, 
Knight Rider style, into the backs of 
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various moving trucks which appear at 
strategic points along the highway. As 
far as I can gather, the sole aim of the 
game is to survive for as long as possible. 
This largely consists of destroying all 
your enemies by shooting them or driv¬ 
ing them off the road, whilst trying to 
prevent them doing likewise to you! 

The screen shows a plan view of the 
proceedings with the action taking place 
over a constantly scrolling landscape, 
featuring some fast vertical scrolling of 
ultra-smooth proportions, which should 
be more than enough to turn owners of 
the jerky BBC Micro green with envy (if 
you’ve ever seen C^VJ. - 'Coarse Verti¬ 
cal Jerking’ - on the BBC then you'll 
know what Fm talking abtiui). And if 
that's not a bit of Atari one-upmanship 
then I don't know what is!! 

As if you didn't have enough trouble 
to contend with - what with raving 
lunatics dropping bombs on you from 
passing helicopters or trying to shred 
your tyres with their buzz-saw hubcaps 
- the terrain changes at regular intervals 
and throw^s up forks in the road and icy 
conditions just to keep you on your toes. 
Mind you, if you don't like it you can 
always abandon the road and take to the 
water. Simply drive through any boat¬ 
house and your car immediately 
becomes amphibious. I wouldn't recom¬ 
mend it though - the water is teeming 
with enemy agents. 

Control is best via two joysticks. One 
can be used at a push but a couple'of 
keyboard inputs are then necessary in 
order to use your fiill quota of weapons. 
ITtis doesn't exactly make life simple 
but it does give you the chance to prac¬ 
tise your one-handed driving 
technique! 

SPY" HUNITER isn't going to top the 
Atari softw^are charts but it is an enjoy¬ 
able game for all that. Well worth 
investigating. • 

Coming... 



ALTERNATE REALITY - 

The City 

Datasoft/U* S«Gold 

4SK Disk (2 disks) £16.95 

Joystick/Keyboard 

1 Player 

‘The New Dimension in Role Playing 
Fantasy ... 3D scrolling screens -com¬ 
bined joystick and keyboard action - 
original music'. T"hat's what the advert 
tising blurb says. Sounds good... but the 
3D scrolling is just like In Asylum 
(endless mazes on a square grid, with all 
the walls looking the same) and Ultima 
1 (and we are now waiting for Ultima 
IV) had combined joystick and key¬ 
board action. Yes, I suppose the music is 
original (although it is very reminiscent 
of the style of Passionately), but is it all 
enough to make a really good , new, 
exciting gamei^ 

While we are on the subject of the 
joystick I had belter warn you not to 
believe the instructions which state that 
the joystick is optional. Deep inside the 
packaging you will find a last minute 
addition - a small piece of paper saying 
‘IMPOR'I’AN'I’ NOTICE You need a 
JOYSTICK in this game. Without a 
joystick, you can’t exit the Banks'. This 
is indeed true, and applies to numerous 
other situations as well, e.g. the Healer’s 
if the Healer is not in. This failure to 
program a LEAVE command for the 
Bank highlights a major failing of the 
game and the instructions - not enough 
thought has gone into the interfaces 
between the game and the player and it 
has not been adequately tested to ensure 
that it is playable. Pll come back later to 
some of the games shortcomings, of 
which you should be aware if you are 
planning to buy Alternate Reality but 
first let's IcMik at what it is all about and 
some of the good points. 

Alternate Reality is a solo version of 
fairly standard Dungeons and Dragons. 


The computer throws some dice to 
determine your Stamina, Charisma, 
Strength, Intelligence, Wisdom, Skill, 
Hit Points and number of copper coins. 
You then set forth to explore the City - 
you start in the middle and the whole 
city contains about 3,800 squares for 
you to explore. Well not quite that 
many, since you can't enter the Palace 
or Arena until they produce those as 
later parts of the game (the same applies 
to the Wilderness outside the City and 
the Dungeon below it-. If we also 
exclude the Main Streets and Roy ale 
Walkway, which cut great swathes 
across the City and are mainly shown 
on the map provided with the game, 
that cuts it down to about 3,OCX) squares 
to explore and attempt to map^ Since 
the City abounds with Secret Doors 
and One-Way W’alls, usually in the 
most awkward places, trying to create a 
map of the place is the second biggest 
challenge in the game. Those who enjoy 
mazes will get plenty of fun. (Hints: 
Don't waste too much time looking for 
Secret Doors until you have explored 
around an area and have isolated some 
squares which appear to have no ent¬ 
rance. Make a couple of photocopies of 
the provided map and make sure you 
have a rubber bandy! Practice walking 
along a wall and working out it's length 
in grid squares - 1 find that if I walk 
along with a wall on my left I can make 
out the joins between panels. If your 
compass keeps getting nicked try navi¬ 
gating by the sun or the distant 
mountains). 

The biggest challenge is of course 
staying afivel Finding yourself in the 
middle of this strange City, the first 
thing you do is check your weaponry - 
you are immediately distressed to dis¬ 
cover that you have no armour and are 
armed with nothing better than Bare 
Hands! But what is that sound over to 
the Wesff^ Could it be a Blacksmith 
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DISKS 

priw 

CASSETTES 

Priea 

Ekalin . 

. 12.JD 

Riicm pn Fiacliilit . . . . 

.8.45 

Rnnitgn Fnclillii . 

. 12.JD 

at. AmHipifi Rqid Raci 

.. .S.45 

ElKtriSli^ ......... 

. IQ.flS 

tllGliaOlidi. 

.7.45 

M«ji4tpf. ..—....- 

. .lass 

CbldwtOim. 

.8.45 

Rnlm vI'ltiiBCfiiljilii^ . .. 

ias5 

CflJwnBici , __.... . 

7 45 

MjU.LE. ....'. . 

. .. 13 ?D 

Znni X .... . . .. 

.8.4S 

Pinball CdirtriKitiHi . 

. 13 JD 

OlClllllail . 

.. 8 45 

Jump Jit . 

. 12.JQ 

JunipJil . 

.8 45 
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Fi^*rMt»ini .... .. 

. I.4S 

T»PP*r .. 

. 1D.85 

Gixnin .. 

..8 45 

SpT Vt SptH 

. 12.?D 
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.. 0.45 

BluiMiijaOl. 

.1Z.2D 

Titintri Earnipi. 

045 
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MtrdtTilQuail . .. . ..... 

.5.9D 
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.1D.85 

Wdiffi j(v Piridipi' 

S4S 
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.. 12.7D 
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.S.4& 
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Alii A||i»iii 
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.8.45 
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.la.es 
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8 45 
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. .. IQ.65 
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6 45 

Kinnady Afipraich . 

12 70 
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.845 

Sp^Hunitir. . . .. 
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ZDM9.. . 

.. ... 8 48 
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12 70 

Sinp Politi 

6 45 
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. I2.7D 
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12 70 
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5 BO 
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Difiikir . 
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Ruciei 
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hammering and quenching? You hurry 
to the West and enter a Smithy. Two 
diskette changes and 35 seconds later 
you are rewarded with some very nice 
graphics gf the Blacksmith hammering 
awayj plus some excellent music as he 
sings you a song - the words flash up 
across one of the top lines on the screen. 
You check your funds and discover you 
have about 200 copper pieces, you 
enquire about the price of a sword and 
you get quite a shock when you discover 
that a sword costs 12,0(X) copper pieces! 
Even a dagger costs over 300, so you 
eventually decide to leave, empty han- 
ded (you could try bargaining for the 
dagger, but then what would you use to 
buy food, drink, lodging;s and a com¬ 
pass?). You start to wander down the 
road when suddenly the screen flashes, 
music sounds and you are in the middle 
of an Encounter. It is a Courier. A menu 
appears on the lower part of the screen, 
the Avindow in the middle of the screen 
(as usual full of lots of rectangular walls 
and buildings scrolling past) now has a 
small figure in the foreground. Various 
letters on the menu are flashing, offer¬ 
ing you the chance of Hailing, Charm¬ 
ing, Tricking, Enga^g in combat. 
Leaving, etc. You decide to hail this 


friendly looking character and press H. 
You are surprised to find yourself dealt 
a swift blow with a short sword - 2 Hit 
Points gone - not very friendly round 
here are they? A for Attack - missed, 
■ Ouch] he got you again. P for Parry - 
missed again, so did he. L for Lunge - 
your Bare Hands have no effect. And so 
on... uniU you are dead. Unfortunately 
you can^t restart in any way. You have 
to reload the whole ^me from the 
beginning, and that takes four minu tes! 
(No ifs not on tape, it takes four 
minutes to load from diskette! -Yes, I 
know you can load 48K in 48 seconds. - 
No I don’t know what it does for the 
other three minutes!) 

Anyway, Alternate Reality has most 
of the usual D&D elements -killing 
"monsters’ (i.e, anyone you meet!) 
results in you gaining Experience and, if 
you are lucky, money, jewels & gems 
(which you can sell at the bank), potions 
(varying from magical through har¬ 
mless to deadly poison), weapons, etc. 
As your Experience increases you will 
suddenly find you have been granted a 
higher Level, along with suitable incre¬ 
ments in your characteristics and Hit 
Points, so you can now fight bigger and 
nastier monsters and, hopefully, get 


bigger and belter rewards, and more 
Experience so that you can fight even 
bigger and nastier monsters and ... 
That’s a good question, what is the 
point of it aLP 

iTvis is one of the flaws that I find 
with the game - after playing for a cou¬ 
ple of weeks, and establishing a level 7 
character with 27,000 Experience 
Points, 33 Hit Points, 35,000 in the 
bank, lots of weapons and potions, and 
twelve days experience of living in the 
City, I still have no clear idea of what 
Pm trying to achieve! 1 have mapped 
about 80% of the 3,000 squares, found 
about 70% of the establishments (Banks, 
Guilds, Shops, Armourers, Taverns, 
Inns, Healers - even the House of Ill- 
Repute and the Casino! - unfortunately 
the two latter establishments seem to 
have been permanently Closed By Order 
Of The Palace]), been refused entry by 
seven Guilds (Red Wizards, Blue Wiz¬ 
ards, Thieves, Order, Assassins, and the 
Wizards of both I^w and Chaos) on 
numerous occasions, listened carefully 
to the songs in all the best pubs and 
clubs (even those requiring you to join 
at extonionatc costlX and still don’t 
know what my objective is, assuming 
that there is one. Is this game complete 
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m itsell? Or do I have to get the next six 
parts in the series? Ah well, as long as 
one enjoys solo D&D one can set one's 
own objectives until something better 
comes along, like getting good enough 
to kill one of those Small Green Ehagons 
I met last night (SmalP -it filled most of 
the screen! (nice graphics) - best to 
avoid night lime for your first few days 
in the City!), or getting one of the 
Guilds to accept me as a member. 

More of the good aspects of the game. 
The graphics and sound effects are all of 
very high standard. As the sun moves 
across the sky the light changes, rain 
falls at times, obscuring your view, 
often accompanied by thunder and 
hghtnmg. lire wind howls. The amount 
of detail is very good in some cases. 
Your status, for instance has screens for 
each of valuables and potions, current 
weapons/armour in use, rings, miscel¬ 
laneous equipment, clothing, compass, 
w^eapons on belt and back, spells ready, 
active magic, work allocation, and ail¬ 
ments. If you get drunk (either in a 
tavern, or from drinking the wrong 
potion) the screen starts blacking out 
and the computer reacts uncertainly to 
your commands - great fiin! 

Now to the bad news. The biggest 
problenn is the delays that they have 
built in to the program. For instance if 
you buy some food in a tavern the 
screen flashes up ‘Right away!' and then 
pauses like that for five seconds -this 
means it takes about a minute to buy 6 
flasks of water! When you check the 
time at an Inn it stays on screen for ten 
seconds (this is made even worse by the 
fact that it takes two diskette changes 
and associated pauses to get in and out 
of the Inn, so finding out the time 
actually lakes nearly a whole minute!). 
These, and many other, umiecessaty^ 
pauses (1 am quite capable of pressing a 
key or button when 1 have finished 
reading a message, thank you very 
much), combined with much unnecess¬ 
ary diskette changes (for instance every 
time you try and enter a closed estab¬ 
lishment) nearly put me off the game 
completely to start with. Initially 1 was 
waiting 15 seconds for each move in a 
fight - hut fortunately discovered that 
this is one occasion (completely undoc¬ 
umented) where the space bar will 
cause the action to continue, cutting the 
time for a fight down from 2 or 5 
minutes to a few seconds. 

This major failing of intentionally 
wasting the player’s time is compoun¬ 


ded by lots of silly little i hings that could 
have been programmed better. For 
example, you have to hold the joystick 
button down when turning a comer, 
you can't tell whether you are still 
hungry or thirsty while in a tavern - you 
have to come outside to find out (two 
more unnecessary diskette ebangesi), 
you can’t Pause the game while in a 
fight (what am I supposed to do if the 
phone rings, let the computer destroy 
the charaaer I spent the last three 
hours building?), you can only buy a 
compass if you say you are NOT inter¬ 
ested in a shop's wares, there is no 
documentation on how to use a potion if 
you have saved it (U for'use' will do it at 
any time in fact), despite the fact that 
you can Hail people, nobody wants to 
talk - all they ever do is ignore you or 
fight you - gets a bit predictable after a 
bit, and so on. 

The final problem is to do with the 
initial difficulty of the game and the 
ability to save. You CAN save your 
character, but when you reload him 
next time you play, the ‘save data’ is 
marked invalid so that if you die you 
can’t reload him again. Now if I have 
spent two weeks getting my character 
up to level 7 and want to try him out 
against a Small(!) Green Dragon I am 
hardly likely to want to try it without 
taking a backup of him. The documen¬ 
tation tells you how to do this by using 
the Copy Utility on Diskette Two, BUT 
it takes ages to do- thirty seconds for the 
save plus four minutes for the game 
reload plus however long it takes to 
back up your character, (I only use one 
character on a diskette - he then only 
uses sectors 1 to 100 - and 1 can use a 
sector copter to have seven different 
backups of him on the back of the 
diskette). Since the whole point of the 
game is to have fun trying out new and 
dangerous things it is a bit silly to make 
it so time consuming to do so. 'ITie 
general we’re^ only- here- to- fight 
attitude of the game, together with the 
difficulty of ‘saving’ makes it very dif¬ 
ficult to get anywhere to start with, and 
may well pul off some of the less per¬ 
severing games players, while the 
apparent lack of problems to solve 
(apart fi^)m staying alive and mapping 1 
haven’t found any thing to tax the old 
grey matter yet) may dissuade those 
who initially persevere from GOntinuing. 

Still, this is only the first in the series. 
Maybe if the authors listen to some of 
the feedback and give a bit more con¬ 


sideration to the playability of the 
game, subsequent modules of the game 
may be better, and Alternate Reality 
may earn its place on the shelves beside 
Ultima. If AR HI is as much an improve¬ 
ment on ARl as Ultima III was on 
Ultima I then 
WOW!!! 


“It's late and you’ve spent the night 
working electronic bulletin boards with 
your computer. You’re ready to quit but 
decide to call up just one more. Being 
tired, you accidentally call the wrong 
number and, before you can hang up, 
your computer screen turns blue. The 
words “Logon please” appear. What do 
you do now? You don^t know the pass- 
w^ord. You don’t even know' what com¬ 
puter youVe hacked into. But you do 
know you w'ant to find out more. How? 

' You’ve found your way in. Now find 
your way out.” 

That’s all it says on the box. So you 
burry home with your purchase and 
discover the instructions inside the box 
aren’t going to help, they tell you how to 
load it and nothing more. You load it 
into your Atari and sure enough the 
screen goes blue and says “LOGON 
PLEASL:”. You are definitely on your 
own in this one! 

Phase I. 

It isn’t loo hard to get logged on so 
don’t be put off by this. 

Phase II. 

Pictures of Robots? Screen instruc¬ 
tions of how to use the joystick? A little 
perseverance will eventually see you 
through this one. Later on w'hen you 
know how to log on properly this phase 
will be bypassed to allow you quicker 
access tD„, 

Phase III. 

A map of the world^ What’s this 
about time zones? Why is that thing in 
the South Atlantic flashing? W'hy are 
there no instructions? Why is it beeping 
at me? Why are the letters MSG flash- 
ing> What does PrgUpDnlrCllMg 
mean? Surely something on the key- 



HACKER 

Activision 
800 XL/XE only 
64k Disk £14,95 
64k Cassette £9,95 
1 Player 

Key boa rd/Joy stick 
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board or the joystick will have some 
effect? Yes, of course, but what? 

This is the main part of the game. 
You will soon discover that fate has 
given YOU the chance to save the world 
from the machinauons of a madman. 
Using both the keyboard and the joys¬ 
tick you will travel to exotic places and 
deal with strange men (nice little scroU- 
ing graphics windows here). Why does 
that Chinaman keep saying “Ni yo shun 
muh kum yee mai wuh duh dong 
shin”? 

The game throws nasty little pro¬ 
blems at you from time to time, to 
distract you from your mission. And 
just when you think you are finally 
making progress despite the computer, 
something else will go wrong - like the 
spy satellite which keeps catching you 
no matter how much you try to dodge it, 
and then asks you tricky little questions 
(what is the main password anyway? - 
you mean you haven't worked it out 
yet? - keep trying- it is a very fair game - 
if you play long enough you are sure to 
find out). 

Then, after many, many attempts, 
you arc, at last, on your way to your 
final destination, having completed all 
your tasks. Is it really over? No chance! 
Just before you get there you run out of 
time] What have you done wrong? Is it 
possible at all? Yes, it is. And as a reward 
for completing the game - once you have 
solved that last little problem, of course 
- it will display (and print if you have a 
suitable printer attached) tomorrow's 
Washington Post headlines telling how 
you saved the world! (Take notice Level 
9 - if you pul your games on diskette you 
too could provide nice endings like 
this!) 

Nice graphics, good sound effects, 
clever puzzles, all in all a very pleasing 
little game. If only they could all be as 
original and entertaining as this! 
Although there are lots of graphics and 
the joystick is used for movement, there 
is no Arcade-style action requiring fest 
reflexes. The problem mentioned above 
about running out of lime is solved by 
logic, NOT by trying to move faster. 

So, if'you are bored of zapping aliens, 
but not yet ready to abandon your joys¬ 
tick entirely in order to have a more 
cerebral challenge, why not have a go at 
Hacker? I can^t really say any more 
about it without giving too much away. 
A lot of the fiin comes from working out 
how it works for yourself. If 1 have said 
too much please forgive me. 


THE WORM IN 


PARADISE 

Level 9 
64K Tape 
(XL/XE only) 
£ 9 . 9 ^ 

1 Player 
Keybaard 



TTie Worm in Paradise completes 
Level 9*s Silicon Dream Trilogy. The 
previous two parts. Snowball and Return 
to Eden, set a high standard for cassette^ 
based adventures. 1 am glad to say that 
the third part appears to be even better 
than the first two. Level 9 have con¬ 
tinued to develop their adventure sys¬ 
tem, the game has optional graphics 
(admittedly fairly simple line drawings, 
but quite colourful and drawn very fast) 
and multi-tasking of picture drawing, 
text Output, and keyboard input. This 
means that you don’t have to wait for 
the computer to finish what it is doing 
before you can type your next com¬ 
mand. You just keep keying as fast as 
you can- on this point they are even bet¬ 
ter than InfocomI I’hcy have also en¬ 
hanced the gamers ability to understand 
EngUsh, AMINE AI,L BUT THE 
HELMET, DUMMY AND LEO¬ 
TARD AND GO EAS^r is an 
- example. 

The game opens with “As the game 
starts, you can remember nothing. 
Most odd. You are in the Northwest 
comer of a garden paradise, protected 
by a high wall up which flowers climb. 
Bright butterflies flutter on the balmy 
breeze and skylarks sing overhead.” 
OK, so here’s the Paradise - whereas the 
Worm? It shouldn't take you long to 
find it! And when you do you will fmd 
the land outside the wall is not a bit like 
Paradise - scarred hills and a desolate 
countryside, full of thombushes and 
sand dunes. But don't worry about it if 
you don’t find the Worm. Whether you 
do or not you will soon wake up anyway 
lo discover that you were only dream¬ 
ing. So on with the main part of the 
game. 

You arc a citizen of Enoch, megopolis 
of Eden. Your first problem is to map 
your way around Level 9's usual vast 
areas (200 plus) and learn how to 
negotiate all the one-way roads and 
roundabouts. This is made especially 


difficult in this game by the fact that the 
place is run by some very officious 
robots. All around you you will see 
uniformed citizens, speeding droids, 
and, unfortunately, too many fuzbots. 
iTie fijzbots are liable to fine you for 
just about anything you do, from the 
apparently innocuous - hke carrying 
your badge instead of wearing it - to the 
more obvious - like breaking curfew or 
appearing nude in public! It is definitely 
not a friendly place! Since your funds 
are extremely limited, you are highly 
likely to end up in debt, whereupon you 
are carted away to the body bank, where 
you may seO your spare organs for 
credit! 

ITiose who have played Return to 
Eden will recognise the Theme Park - it 
covers the area from the Shore of Death 
(no 1 haven’t found a ticket for the 
River boat yet in this game!) and the Lit¬ 
tle House on the Prairie (now selling 
revolting pies) to the Old Curiousity 
Shop and Ancient Lankhmar. Like¬ 
wise, those who have played Snowball 
will recognise the colour coding system 
of the One-Armed Bandit and the Eden 
Transport System, Ihe latter has three 
main areas, each apparently serving one 
million dwellings! Movement around il 
is by no means obvious either, as you 
move from one location with a seven- 
colour code to another w^ith a different, 
seemingly unrelated seven-colour code 
- but don't despair - it IS all logical and 
you CAN calculate an optimum route 
from one place to another. Mind you, 
with a choice of three million desilna- 
tions, you had better know where you 
want to go! Trial and error is NOT 
recommended] 

Your objective is to find out about the 
City of Enoch and progress within it, 
and of course to save the world (yet 
again!). Just how^ to go about this is not 
obvious. The Worm in Paradise is 
definitely not for the beginner. Assum¬ 
ing you have found the Worm, you can 
explore about 95 locations without solv¬ 
ing any problems at all (plus the Eden 
Transport system and its 3,000,000 
destinations if you want to!) but what 
then? ITiere don’t appear to be many 
clues. After many hours and much 
thought I have amassed about a quarter 
of the points, but il is hard work all the 
way. If you like adventures and arc 
lookingfor a challenge, then you should 
definitely give this one a go. 

The only criticism 1 would make is 

corttiftued on page 55 


52 PAGK * - Issue 21 




WITH FREE SOFTWARE 


POWER 


i;:s 8 mi 


Mg88B88B8BS§W8BSffl 


NEWS FOB atari MIT COMPUTER OW^ 

s"™ '‘srvSii“^ow'w a 

on disk anfl nol casselts Until now. OfiijH « 

_.■ _^ «d xk^rm r'nmniltd'r OWFICra 


ailD3 SrK3p. m^uniS iMui-a-—■ -rj-- ' 

ti^sed IB SkJcuP l^ipnl arifi^BC ® cassenw vmi" ■■■-■"■ ^--j - 

ivE drop in the price 0l the Alan 1C50 DiS J^Jp^rtion of Atari Computdr owners 

On™. Tfw 1050 ia compatible tof "‘'J t^n aWe (o Oenefil Tr^jm the power and 

... _ yvP j^rwnCHj flfS arid atlOW5 nave oee-n .ro 


On™. Tne lUair is torn^iaim.^ .■^. 'T— 

Atari 400/000 and J<L/X£ comfWlers and atloi^ 

access to a range Ot o^r 450 

.,™ 1HI«. TW '®0 C»r«^ MS lA 


amiPI proponion ur - 

have teen aWe (o Oenefil Tnom- the 
speed Of the 1050. Now Silica are piea^ to 
he able to Orier the 1050 al a r^ew low pnce ol 

_ij-AT 4 rtrf pnEE dellwrv 


^era titles. Tne 1050 comes inclodirrg VAT anrf FREE del.irery 

and can also be used wrfb Oliver Atan DiS ^ lecilities allowing Alan 

0 pera 1 .ngS_^ 1 ems makrns owner* to purchase -t Over 1^ mi^lha Tor 


Of^raling Systems, making 11 ccrtipjible wjtb ^e .^Over 1S mcm,ha for 

lti*C£Mnpfela range ol Atari Corp ^ ^^2 iS per morUh. The lotaf porchase 

P.rty software tor Atari 0-bitccm^e^. The inlereSf at a flat 

=. rirtii aifVB s a areat ehnao- pnce u™r _ jr= ti49.53 


me ■“■'»- '' - ' Tk^ rMHiiij FI? 41} Dtsr mornn- i - 

Party software for Atari pnce owr irmonths. wim inlereif at a flat 

addiliDO ol a Crsk dn™ iS a g*(^i ^* n.^ nnlv l&'fc. is only 12-£12.4S= tl49-52 

cemenl 10 any cpmpuler rAPR 3^ 3^} Ttwrs has nearer been a belter 

,w,9ef«*«."0™IW9in'o^®" =f=^ *„ fm A«ri o«ner. to boy . D-bk 

lima to seconds irjiead Of me minute* lane" 

MTy Sectors arto e« ra rAe r^a ^jedivAton-f new r^O 

ntrtflfn^r d<iis fortiMPf feet in ^ j{ ^ 7flS^ceKjPiJJ cNtf jpff war? The f 

f/his rn^iier toemactortettonv>tet^.K . S/4 mJ) ci^iewfei^ Honfeiw: f/you ryh a 4£B 

drflmyMMj/e iwto tAe 40Q'aoo an^ Jl??r flAiW o/ memtsry >toi/r erJewuritr T/w fflSt> « 


free software 

The new price for lha 1050 ^r.i^ is Wt 

Ihe QOIV good news for Alan Cl^nSW*. The 
Disk Drive now comts S',; 

war* lilies, in adOiliob o the DOS 2.5 O^k 
and Manual. The first of tnase J^e P^yOff 
cn disk a new adMenlore game in which you 
nlav the leading role. On the reverse sid* of 
Itiis disk iS H demanStraliDn program Showing 

Xrri Lading soured- and graphic*. Also in¬ 
cluded Is Home Filing Manager which w « 
helD you organise your lile*. if allows you 
catalogue end life detail* of tooke. fc'fThdAy*. 
your^amp colleclion or ani/lhing els* whmh 
would normally require yau to 
The settware which comes ^ 

Orive cerrie* e normat retail prme Of C34.'9B 
and IS as lol lows: r ?j oq 

home FtLlNO MANAGER 
THf PAV OFF adventure 
DOS 2.S DISK fi MANUAL FREE 

SOUND 4 GftAPHICS 0£M0 FR^ 

Mormal cost oi FREE aofiware ^4.9e 




free post 8l packing 

Mali order* to Ihe “"e 

Ifom Silica wilh post and packing FR£E we 
nrovide a 24 hour service and aim to despatch 
orders Ob the same day thal we receive Ihem 

i2 MONTH GUARANTEE 

The 1050 Pisk Drive comes with A “Vl J 
quarantee. Silica will replace any lauHy 105“ 
Disk Drive with a new unJ within thi* period- 


buy now - PAY LATER 

To help vdu 10 take artvaniage of the n*w low 
p^ce Sf Sie 10511 Disk Drive. wC have new 
ragolieled favourable credil term* with MFC 
Trust Vou do not need a hank d 

take oul credit wilh MFC. and hO feP^* 
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OUR SPECIALIST SERVICE 
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HUMBER ONE Atari speCinlial*. so wten yOu 
buy en Atari compuler product at Silica you 
will be folly supported. Our mailings keep 
you up to dale with news of *pflware 
and devetopmenls Our technical support l^m 
and sS^Afl a^e at Ih* end of me 
fine, to deal with yOUr prOtfemS and supgy 
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HOTLINE! 


If you can't wait to get your hands on a brand 
new 1050 Disk Drive for your Atari 8-bit computer 
and you have a credit card or charge card, 
phone our hotline nowl We accept Access. 
American Express, Barclaycard, Diners Club, 
Masterebarge and Visa. Telephone our hotline 
with your card number and your address details 
and we will dispatch a disk drive to you TODAY! 
You can also call the hotline to request a credit 
application form if you wish to take out credit 
facilities with HFC Trust 


^ 01 - 3091111 


ihi I I a 


Please send me 

Mr/Mrs/Ms: initials: 

Address: 


a To: SiJica Shop Ltd, Dept PSIX 0586 
1-4 The Mews, Halberley Road, 
Sidcup.Kent, DA14 4DX 

1050 Disk Drive(s) at £129 each 

Surname: 


Postcode: 

□ I enclose a cheque; for £ (miade payable to Silica Shop Lid) 

□ Please debit my credil card: 

CREDIT CARD NUMBER; £ 

W& acc&pl: Access. American Ejfpress, Barclaycard. Diners Club, Maslercharge. Visa 

□ I wish lo pay by credft: (i2 monlhly credit instaiimenis) 

Please send me written details and an application form 
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ISSUES 1-9,11,14,18 SOLD OUT 

Issues 10 onwards £1.20 Inci postage 
Overseas readers please see page 3 

You ve already missed plenty, 
don't miss the resti 


IvMuv' 10 ■ ^dvcnlurf Special 

Adveniurr llaiiiij) 

'^Otl Adams tntfTVhew 

Alaii Adventurrs 

Wh(»n All Ekr fails 

HOtJSE OF SEC RETS 

[HaEnuncIs 

Spinner 

Strrrn Colout 

u. ptu.s th? usual fciaiupes 

iSStJH 11 liOLnOUT 

Jssufi- 12 

ONLY A FEW LKFTJ 

Afhlur Misskhn 
Gangsters 
Varsorl 2 
Kr numbs j 
Indus CJT Rcvlru' 
Bouk/narks 
EFFV Olsk Unit 
tfardiviT« Foers 
plus the regufai eotumns 


ISSUE 14 SOLD OUT 
Issue J 5 

ONLY A FEW l.EFT! 

itie Wanderer 

Kang* 

'fifk Tock 

Aurncar 

THE BOOSTER 

RjVvr mtsslle Graphics 

lOCB-f 

Going Stafcslde 
... r.ci.'kl"iies and more 

Issue J'b 

ONLY A FEW LEFTI 

Ulacli Box 

FTIF.FW'AY ACE.' 

Draughrs 

Turn The Tables 

Autocar Graph 

130KE Artvieived 

Al*nsrl-tler and Ihe 1027 

.... 63 buuk, revlfifred.' 


Flight dI rhe Siwaiv 
Camelut 
Bomb Escape 
Bull Ant, 

Music Maher 
1-020 Printer Handler 
IWGlm Machine Cadr 
Music Aevieky, 
Ad-i^nture Column ... 


AMnum 

Shooting Gall-crv 

K-V Zap 

InJay Cards 

CASTLE MORGUE 

Manh«ta.'‘« Label .Mak^r 

.Antic 4/5 Tuluiial 

Superscript Revlnw.,, andmora' 


DUST COVERS 


Don^t risk a breakdown of you precious equipment through 

dust or split coffee! Protect all of your equipment with a 

custom made dust cover. Natural PVC with a brown or black 

trim - easily folded away when your equipment Is In use. EasiJu 1 

fitted with at] peripherals, joysticks etc. In 

place 

a 

520 ST 

4 95 

3V4^' SF354 Disk Drive 

2.95 

Stacked Disk Drives (2) 

3.95 

SMI24 Monochrome Monitor 

4.95 

400/800/600X L/800XL/130 X R 

3,95 

410 Old Style Cassette* 

2,95 

410 New Style Cassetfe 

2.95 

1010 Cassette 

2.95 

SI0/1050 Disk Drive 

3.95 

1020/1027/1029 printers 

3.95 

Other printers (to order) 

4.95 

*aEd style does not have a pause button. 


Some popular printer covers are held In slock but most can be 

obtained to order. Please state type of printer. 


DISK INLAY CARDS 


Keep track of your 
programs easily and 
tidily. 


Disk insert cards. 
Pack of 25. 


£1.00 each pack inc, postage. 


PAGE 6 BINDERS 

with FREE indeid 


NOW AVAILABLE^ Superb binders to keepall 
your copies of PAGE 6 in mint condition. Each 
binder hold^ 12 issues securely and safely. For a 
limited period each binder will come with a 
comprehensive index to the first 12 issues of 
PAGE 6 completely FREE! Turn your PAGE 6 
magazines into a permanent reference 
collection. 

Binders £4,25 each me, postage. 


THE PAGE 6 LIBRARY 


The PAGE 6 LIBRARY is a fine collection of Public 
Domain programs from around che world on disk only. 
Hundreds of user written programs of etcceptional 
quality^ including many in machine code, at very little 
cost. Subscribers get full details of new additions each 
issue. For full details send a large stamped addressed 
envelope to the address below. 


ORDER ALL 

ITEMS ON THIS PAGE 

FROM 

Please make cheqiies/postal 

PAGE 6 MAGAZINE PAGE 6. 

P.O.BOX 54 

ACCESS accepted. 

STAFFORD 

Mail Order 

ST16 IDR 

or Telephone 0785 215928 


ISSUEIft SOLD OUT 


Issue 19 


T1i 4 Chase 
MAgfile 
Sector 10 
Display Lists Pt.2 
Speech Synthesiser 
I9S5 Res'icw 
^ Page ST Section 
Adventure Retietvi 
... and much more! 


[uue 2D - GHAP1IIGS SPECIAL! 


Bluehbreaktrr 
Graphics Workshop 
Colour Palette 
Pielaeda 

Colour Attributes 
CIO Slide &hum 

PrinlsfaQp 

Graphics An Orperimeai 
Display Lists PlJ. 

Adveriture - T ranEylvao ia 
11 pa.|[E St :iection 
Luli df Revievs 

ATARI ART and ST GAl.l.HRV 
- in colour! 


OUR BIGGEST REST ISSUE] 
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that the program's understanding of 
English is not as good as they claim. 
*‘The most advanced English ever 
understood by a cassette-based game'’ 
MAY be true. Rut “copes with a wider 
range of English sentences than any 
other game we've seen'’ presumably 
means that they have never seen an 
Infocom game! Sequences like: 
SEARCtI - “that verb needs an 
object” 

SEARCH ROOM - “room: dunno 
where ii is” 

SEARCH CR.ACK - “Dunno that 
verb” 

can hardly be considered very friendly. 
Does it know the word SEARCH or 
not? 

Likewise: 

IT’RN NOZZLE - “You can’t use the 
word "turnstile' like that” 

What is that supposed to mean?dTiey 
claim 100€ plus w^ord vocabulary^ I 
think what they have done is allow the 
program to compare any input with all 
of the descriptive text, and pretend to 
understand it if it finds a match (hence 
hum' becomes "turnstile’)* ^ hey then 
can randomly reply “that's nothing 
special”, “ignore it” or “that’s )ust 
scenery^” to90'A of your input. I suspect 
the USEFUL vocabulary is more like 
the couple of hundred words we are 
used to from Level 9. Personally t much 
prefer a program to be honest and admit 
when it doesn’t understand a vvord. It 
makes it much more enjoyable to play. 
Similarly sequences like: 

W1:AR brooch - “You can't wear 
that” 

PU r BROOCH ON LRADCI.ADS - 
“You can't put it there” 

EAS'LEN BROOCH I’O 1RAD- 
CLADS-“OK” 

are rather annoying (esjxcially when 
EASTEN FLAG TO I RAnCLADS 
gets the same response of "You can’t 
PUT it there”!). Is it lack oft bought on 
their part? Or just a desire to make us 
play guessing games? 

But don't get me wrong. It is an 
excellent adventure in its class* It is 
impossible to equal the best of the 
diskette games while using cassette, 
simply because you have more limit.s 
placed on you by the medium - mind 
you, a lot of diskette-based adventure 
writers could learn a lot from Level 9. 

I am sure that we will get lots more 
enjoyment from Level 9 in the future, 
especially if they can get over these 
delusions of grandeur, (and make their 
parser a little bit more honest!) • 


“I keep getting ERROR 8 but I have 
checked the line and nothing is 

wrong* 

Les Ellingham offers a solution,to 
help beginners 

llie above must be one of the most common calls for help that we get from 
our readers. Most people look up the error to find "DATA MIS-MATCH' or 
similar (see Steve Pedler’s article for further information) and because the on 
screen message states "Error 8 in line xxx’ they assume that the line in ques¬ 
tion has been typed wTong, Not necessarily so. The error is normally linked to 
a READ statement in the line in question and the actual error is in the DATA 
that this line is trying to read. So how do you know where the error 
actually is? 

What you need to do is check through the DATA in your program for a 
mis-type, maybe a full stop instead of a comma, a letter O instead of figure 0 
or a comma at the end of a line. Ifhowever the program has doze ns of lines of 
DATA as is often the case, how^ do you know where to look? Fear not, this I 
little program added to the end of your listing will help you to pinpoint the ! 
error quite quickly* 


ax 


ERRLXHE 

rPEEKf J.831+256WPEEK C1041 : 


ERR1TEM:=PEEK CISZ) 

KK 

32510 


MIS-HATCH IN LINE ”;ERRL 



ITEH HO 

";ERRITEM+1 

TJ 

32520 

2 :L1ST 

ERRLINE 


How to use the listing; 

As the ILsting is so short you could just type it in at the end of each program 
but a better way is to tjpe it in now and save it to tape using LIS f ""C:” or lo 
disk using LIST ""D: ERROR S”, When you have typed in your program, add 
this listing by taping EN LER “O” or ENTER “D:ERROR.8” which will 
then add these lines to the end of your program. (Make sure that the program 
does not already use the same line numbers.) 

You now have two choices. RUN your program and if‘ERROR 8' comes 
up, type GO'LO 32500 and you will find out where the error is. Alternatively 
you can automate the process by adding the following line to your 
program 

0 I'RAP 32500 

and the program will then jump straight to the routine. 

Once you have edited the line concerned, RUN the program again until 
you have no more errors. It is a good idea to SAVE the edited program 
regularly or note separately each alteration as some programs do not allow 
you to break and save them once they are up and running. 

A Fifial Warning. 

I’his little routine is not inftillible* Some programs read numbers into a 
variable followed by letters into a string and the errors come when you get out 
of sequence. Always check that you have enough DAT A in the preceding line 
(usually numbers). If you have made a complete mess, such as missing out a 
whole line, then I am afraid you arc back on your own! 

Try the routine anyway, it could save you many frustrating hours. 
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Forklift is an excellent combination of a simple word recognition 
game with a logic puzzle and will allow young children to kam 
whilst having fun driving their own forklift truck) Because of the 
logic puzzle involved, some parental help will be required (some 
parents might even find it quite a challenge ihemselvesl). 

Ilie routine is based around an article by Tom Hudson in 
ANALOG maga:cinc for priming text in Graphics S which Stan 
Qckers has modified to print blocks of characters using the call 
A=USK(ADUR, X, Y, BADR, SIZE, WIDllJ) where; 


ADDR 


is the address of the string holding the routine (lines 
4000 - 4100). 

is the X position as in Graphics 0. 
is the Y position as in graphics 8. 
is the address of t he si ring holding t he block of charac¬ 
ters to be printed. 

is the number of characters in the block. 

is the number of characters in each horizontal row of 

the block. 


BADR 


MU 390 GOTO 300 
5E 39S REM 

CU 399 REM «« »1 - LEFT EDGE 

AZ 400 IF 5Ttt=IIP then G09Ue lObO 
MG 410 IF C9TK = DII» THEN GOSUO 1100 

4Ze IF 9TK-RT THEN AREA=C2:50UND C2,60 
,IZ,10:DIR=RT 
ZG 430 RETURN 
RV 440 REM 

GK 449 REM AREA tt2 LEFT PILE 

QE 450 IF DIR=LT THEN G09UB 1200 
VK 460 IF I>IR = RT THEN GOSUB 1250 
ZD 470 RETURN 
9F 498 REM 

AB 499 REM 4HFH AREA ttl CENTER tHMt- 
VT 500 IF 9TK=UP THEN GObUD 1300 

VN 502 IF 5TK=DN THEN GOSUO 1350 

l>D 504 IF 5TK-LT THEN AREA = C2 : RIR-LT 

PV 506 IF 5TKi=RT THEN AREA = C4 z DIN^RT 

ZZ S08 RETURN 
RR 510 REN 

OF 519 REM AREA 04 CENTER IHHf 

SB 520 IF DXR^LT THEN GOSUB 1400 

RL 5Z2 IF DIR=RT THEN G05UB 1450 

ZR 524 RETURN 

RD 529 REH AREA 05 RIGHT CENTER 

VZ 530 IF ST|t=UP THEN GOSUB 1300 

UT 532 IF STK=DN THEN G05UB 1350 

FH 534 IF 5TN=LT THEN AREA=C4:DIft^LT 

SE 536 IE STIC = RT THEN AREA=C6 : DIR = RT 

AF 53B RETURN 

RU 540 REM 

CV 549 REM tHHt AREA 06 RIGHT PILE NNN 
SK 550 IF SIZR=C5 AND CKFLG=CO THEN G05UB 
3500 

ZH 555 IF DIR=LT THEN GOSUB 1550 

ME 560 IF OIR^RT THEN GOSUB 1500 

ZP 570 RETURN 

SG 598 REM 

GK 599 REM *«f« AREA »7 - RIGHT EOGE 
HH 500 IF STK^UP THEN GOSUB 1550 

UE 610 IF STtC = DN THEN GOSUB 1700 

HH 620 IF 5TK=LT THEN AREA=C6iDIR=LT 


The object of the game is to lake three rhyming words from the 
pile on the left and stack them in the pile on the right. Use a joystick 
in port L 


HP 10 DIM PM$C1>!REH N** ENTER THIS LINE 
FIRST NiMl: 

HZ 20 REH KldtmcMWM il wWHNN H ICUMM N MHMMNMlcmdC 
GM 25 REM * FORKLIFT * 

TM 30 REM * bV STAN OCKER5 » 

CP 35 REM * -’—-- » 

FU 40 REM * First RUbliShOd in N 

AP 45 REM * ACE Hvw&lettcr » 

MV 50 REM * 3562, Uiite Maple Drive. N 

IZ 55 REM * Eugene, Oregon 97405. USA N 

ID 60 REM WN W NNI lWI l KWNMmmKitMKKMKMmiimMKii 
BE 70 REM 

DM 100 GRAPHICS 10; POSITION 7.5:? 06 J ^'Foia 
I3Li(X3**; POSITION 5.8:? 06 | “INITIALIZING 
POSITION 3,10 

ZF lie ? 06 .- “takes 23 secands" t GOSUB 4800 
:P0KE 559.0:GOSUB 3008 
sc 198 REH 

PA 199 REH STARTING POSITIONS *HHt 

HC 200 GOSUB 2000:T0PL=C4:VL^TOPLNCS:KL=C 
0:S1ZL=14:GOSUB 920 

BC 210 ... “iRPStCZJ^ftP 

SiV fi=l6:NR=33:SIZft=C8:GOSUB 930:VR=80: 
GOSUB 930:POKE 712,66 
FT 220 TOPR=18: TOPC=:18:SIZR = C0 :SXZC=GD;FR 
K=9G ± LDEDrcaiAREA=C2:DlR=RT:K = CO!OSET = 
50;B0SET=O5:R0SET=74:H0SET=89 
KS 230 CKFLG=:C0: FRKC$=FRKL$ : BiDDVC5=BODVL5 
:rockc5=rackl5:GOSUB 900 

SD 298 REH 

EZ 299 REH MAIN LOOP NNN 

DI 300 STK^STICK (C01 
CP 302 SOUND Cl,CO,CO,CO 

OZ 310 OH AREA GOSUB 400,450.500.520,530, 
550,600 
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ZT 630 RETURN 
5J 890 REM 

GH 899 REM *HH* MOVE FOftItS * M0R85 »»» 

AG 908 PM$ rFRN+S23I^FRItCSlROI£E 53258^ K«C« 
+OSCT 

JR 982 PMSC883]=RRCKC9:P0KE 53201,KWC4+R0 
SET I POKE 53249j M«C4 + M0SET 
HE 985 a=USRCaRDII^X + DOSET,12e,8ADR,35,C7) 
PV 910 IF LRED=C« THEN RETURN 
SO 915 A-ySR CAODR^Kf V,C0DRjSlZC«tC7j.C7) :RE 
TURN 

RU 918 REH 

OP 919 REM *»» REPLACE LEFT PILE 
FC 920 IF SIZL=Ce THEN RETURN 
KN 925 0-USRCOODR,KL,VL,LPRRR,SIZLWC7iC73 
I RETURN 
RW 928 REM 

UG 929 REM REPLOiCE RIGHT PILE »*« 

HH 930 XF SIZR=CO THEN RETURN 
EH 940 0=USRC0ADR^HR^YR>RP08Rj5IZR«C7,C73 
;RETURN 
5K 998 REM 

IM 999 REH »»* LOOP FORK LEFT PILE *** 

OK 1088 TEMPS=LP$:IF CFRK/^C8(TaPL+C2} THE 
N RETURN 

UQ 1085 IF SXZL=Ce THEN RETURN 
OZ 1818 LDEP=C1:CSCC8)=LP5:SIZC=FRK7C8-TO 
PL+C2 ; 5I2L = 18-FRK7C8 ; TORC=:T(lPL-Cl 
GK 1028 P-S1ZC«*C7-C7 iC£ CP) = B$ : XF SIZL>Ce 
THEN LP$=TEMPS t «FRK/C8-T0PLJ»C7+Cil 
AU lose TOPL=FRK/C8:VL=TaPLNC8;POKE 712,7 
0:PXTCH:^5eiG0SUD 1800: RETURN 
JO 1048 REM 

TK 1049 REM MOVE UP LEFT SIDE 

LF lose SOUNP Cl,120«12«CflJlF LPEP=CO THE 
N G05UB 1800 

NS 1860 IF (FHK/C8-SIZC1<-C8 THEN RETURN 
VR 1070 V=T0PC*C8;FOR J=C1 TO 16£V=V-C1:F 
RK-FRK-Cl£G0SU8 9eO:GOSUB 928iIF FRK>1 
28 THEN GOSUD 1908 
VO 1888 NEKT JJTOPC=TOPC-C2 
BA 1098 RETURN 
KP 1098 REH 

VE 1899 REH WHi MOVE POMN LEFT SIPE 
MH 1180 SOUNP Cl^lSO, 12,C8_tIF LPEP=C8 THE 
N RETURN 

ZO lllO XF CFRK7CO=TOPL1 THEN GOSUB 1150: 
RETURN 

SC 1120 V=T0PC»C8:FOR J=Cl TO 16!¥=YtCl!F 
RK = rRK-t-Cl £G0SUB SBOeGOSUB 928 :1F FRK>1 
28 THEN GOSUB 1980 
PR 1130 NEKT J:TDPC=T0PC+CZ;RETURN 
ja 1148 REM 

Tft 1149 REM UNLOAP LEFT SIPE 

PP 1150 XF LPEPrCO THEN RETURN 
PJ 1160 TEMPS=C$CC8J:IF FRK7CB<18 THEN TE 
MPS t5lZC*C7-13J =:LPS 

MH 1170 LP6=TEMP$:SIZL”SIZLFSIZC-C2:TOPL= 
TOPC+Cl:VL=TOPL»eO SLPEP=Ca;POKE 712,66 
:PXTCn-lS0:G8SU8 1800:RETURN 
KF 1198 REM 

MP 1199 HEM MOVE LEFT AREA tt2 

FE 1208 SOUNP C2^9O,12^CO:XF FRK7C8>TOPL 
AHP LPEP = C1 THEN PIR:=n T; GOSUB 1850 ;nET 
URN 

BG 1205 XF FRK>144 THEN PIR^RTzGOSUB 1850 

:return 

HK 121D XF K”CO THEN AREA=C1:SOUHD C2,C0^ 
Ce,C8:RETURN 

ZK 1220 K=K-Cl:Ga5UB 900:IF FRK^144 THEN 
G0SU6 1908 

HK 12SD XF LPEP=C1 THEN GOSUB 920 
AP 1248 RETURN 
JS 1248 REM 

HR 1249 REH *** HOVE RIGHT AREA »2 hw 
VK 1258 S8UMP C2,98,1Z,C6:XF H=C7 THEN AR 
EA=CS:SOUHP C2,CO,C8,Cd;RETURN 


SJ 1288 K=H+C1:G0SU8 908 

RY 1270 XF LDEP=C1 THEN GOSUB 928:IF FRK^ 
144 THEN GOSUB 1900 
BB 1280 RETURN 
KH 1298 REH 

CM 1299 REH N«N GO UP CENTER fHW 
HP 1300 SOUND Cl,128,12,C8:IF CFRK7C8-S1Z 
CX-CO AND LPEP = C1 THEN RETURN 
VO 1305 IF FRK<=32 THEN RETURN 
ZJ 1318 FOR J=C1 TO 16 IV-Y-CiJFRK=FRK-C1: 

GOSUB 980:NEKT J:TOPC=TOPC-C2; RETURN 
GT 1348 REM GO POHN CENTER 

AJ 1358 SOUND Cl^138,12,C8 : IF CFRK=168> T 
HEN RETURN 

OK 1368 FOR J=C1 TO 16:V=V+C1:FRKxFRK+ClI 
GOSUB 90etHEHT J:TaPC=TOPC+C2SRETURN 
KJ 1398 REM 

NZ 1399 REM GO LEFT CENTER »«* 

MU 1408 SOUND C2,98,12,C6tIE K=CG THEN AR 
EA=C3:souNP cZjCe^ce^ce:RETURH 
Cl 1403 IF X=23 THEN eOPVC$:=BLHK$ 3 GOSUB 9 
88 

CS 1404 IF K=^21 THEN l40SET=-48 
YN 1405 IF K=^17 THEN 0SET::i5fl t DOSET=C6 : FRK 
CS=FRKLS:RACKCS=RACKLS:R0SET=66 
MC 1406 IF K-14 THEN ROSET-74 
VC 1487 IF H=10 THEN BOPVCS= 80 PYL$IUOSETr 
89 

SH 1410 N = K-ClfGOSUB 980 1 RETURN 
JH 1448 REM 

KC 1449 REM GO RIGHT CENTER NWt 

HR 1450 SOUND CZ,90,12«C6$XF H>25 THEN AR 
EA=C5:sauNP cz,co,co,co:return 
BC 1453 IF K=ie THEN 80PYCS=BLHKS:GOSUB 9 
08 

NB 1454 IF K=ll THEN HOSET'-44:ROSET=64 
ZM 1455 IF H=1S THEN 0SET=49:B0SET=-6:FRK 
CSzFRKRS:RACKCS=ROCKR$ 

JE 1456 IF K=17 THEN RDSET=4Z 
PK 1457 IF K=28 THEN OOPVCShBOPVRS i bWSET^ 
26 

ST 1460 K=N+Cl;GOSUB 988:RETURN 
KL 1498 REH 

TE 1499 REM NNN MOVE RIGHT AREA 06 4HFN 
AC 1588 SOUND C2,90,12 *C6iIF FRK/CS>T0PR 
AND LDED=C1 THEN DIR=LT:GOSUB 1858:RET 
URN 

XU 1585 XF FRK>144 THEN PIR=LT:RETURN 
IN 1518 IF H=3S THEN AREA'C?:SOUNP CZ,CO, 
C0,C8J RETURN 

YV 1520 H=H‘t'Cl : GOSUB 9e0;IF rRK=l44 THEN 
GOSUB 1980 

XT 1530 XF LPEP^Cl THEN GOSUB 938 
AV 1548 RETURN 
JV 154B REM 

BM 1549 REM *«*• MOVE LEFT AREA 06 
TZ 1558 SOUND C2,90,12,C6:XF H<26 THEN AR 
EA=C5:CKFLG=CO:SOUNP C2,CO,CO,CO3RETUR 

N 

AC 1560 K=K-Cl:GOSUB 900:IF FRK=144 THEN 
GOSUe 1908 

JF 1570 IF LDEP=C1 THEN GOSUD 930 
BH 15B8 RETURN 

ZH 1599 REM *** LOAD MORPS RIGHT PILE 
LB 1600 TEMIPS = RPS:XF CFRK7Ca<TQPR + C23 THE 
N RETURN 

KM 1605 IF SXZR 11 C 8 THEN RETURN 
RH 1610 LPEP = C1 :CS<C83 =RPf i SIZC=F«K/G6^T0 
PR+CZ : 5IZR=:1B-FRK/C8 : T0PC=T0PR-C1 
NM 1620 P=SIZC*C7-C7:CStPJ=BS:IF SIZR>CO 
THEN HPS=TEMPS(tFRK/CB-TOPR>»C7+Cl5 
HG 1630 T0PR = FRK7C8 : YR=TOPRN^C 8 : POKE 712,7 
o:PITCH=5e3GOSUB lB0e:RETURH 
KA 164S REM 

(lY 1649 REM MOVE UP RIGHT SIDE 

MT 16 S 8 SOUND Cl,120,12,C 8 !IF LPEP=CO THE 
H GOSUB 1600 _ 
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OE 166a IF CFRIt^CB-SlZCI <^Ce THEN RETbllM 
BR 1670 V=TOPC«Ca:FOR J=C1 TO 16:Y=Y-Cl:F 
RK=FRK-C1;G06UD 900:G05UB 930iIF FRK>1 
28 THEN COSUB 1900 
MA 1600 MEMT JtTOPC=TOPC-C2 
BM 1690 RETURN 
KP 1690 REM 

BP 1699 REM MOUE OOMN RIGHT SIDE 4HHt 

KT 1700 SOUND Cl,130,12,CO;IF tDED=Ce THE 
H RETURN 

NS 1710 IF CFRK/CB=T0PR1 THEN GOSUB 1750! 
RETURN 

VC 1720 Y=TOPC*CO!FOR J=C1 TO 16JV=V+C1JF 
RKrFRK+CltGOSUB 9ee:GDSUB 930!IF FRK>1 
28 THEN GOSUB 1900 
ED 1730 NEKT JjTOPC=TOPC+C2iRETURN 
KC 174ft REN 

NN 1749 REN WHt UNLOAD RIGHT SIDE iHH* 

EB 1750 IF LDED=Ce THEN RETURN 
ON 1760 TEMPS=CS(COI;IF FRK/C8<ia THEM TE 
MPS t5IZC*C7-133 =RPS 

NK 1770 RPS=TEMP£:5IZR=5IZR+SIIC-C2ITOPR= 
TOPCFCl;YH=TOPRWCO!LDED=COiPOKE 712,66 
:P1TCH-1S0:GOSUB 1800:RETURN 
KR 1798 REM 

TL 1799 REN DING 

ZY IBOa FOR J=1Z TO G1 STEP -Cl:SOUND CB^ 
PITCHilOfJ:NEMT J:SOUHD CO,CO,CO,CO;RE 
TURN 

KE 1848 REH 

BJ 1849 REH CRASH 

UL 1850 FOR J^15 TO Cl STEP -ClsSOUND Cl, 
200,C8,J:NEKT J£ SOUND Cl,CO,CO,CO;RETU 

RN 

KT 1090 REN 

JN 1899 REH PRINT THE DOCKS NKN 

HF 1900 A-USRCARDR,CO,l45,DADR,12,Cft3:A-U 
SRCAADR,34,145,DADR,12,C6]!RETURN 
KV 199ft REH 

AI 1999 REN WW SET UP HORDS tHW 
jw 2000 LPS=" ":LPSC9e3='* 

LPS C153 =LPS:REST0RE 2ieOEPlCK = IMT CRND t 
CeSNC9J+C1 

HK 2010 FOR J=C1 TO PICK:READ NTCHSiNEKT 
j:cnt=co:for J=C3 to 87 step 14 
so 2020 LINE^INTCRNDCC03NC9}+bl 
JU 2021 IF RNDCC03<a.33 THEN LINE=PICK 
KP 2022 RESTORE 2100+iewLlHE;K=1HTCRHD(CO 
i#C53+c1:for l=ci to KERERD HDS:NEKT L 
JS 2024 FOR a = C3 TO J STEP 14 ! IF HD$ = LPS( 
Q,Q+C23 THEN 2020 
JE 2026 NEHT Q 

KD 2030 IF LINE=PICK THEN CHT=CNT+C1:IF C 
Ht>C3 Then 2020 

CF 2040 IF J=31 AND CNT=Ce THEN 2020 

MV 2042 IF J = S9 AND CNT=:C1 THEN 2020 

JN 2044 IF J-B7 AND CNT=CZ THEN 2020 

UN 2060 LP$CJ,JTC23=HDS:NEKT J 
YR 2070 ? CHRSC1253:POKE 656jC0:P0KE 657, 
22:? ''got 3 _"JMTCHSJ'' WDrdS'*:POKE 559 

r62 

OB 2090 RETURN 

FP 2100 DATA AN,ED,AT,DT,UN,AD,AG,ID,AP 
DL 2110 DATA CAN,PAN,RAN,FAN,HAH 
OZ 2120 DATA BED,EED,LED,RED,HED 
ZK 2130 DATA OAT,CAT,SAT,FAT,RAT 
NO 2140 DATA HOT,POT,NOT,LOT,ROT 
FH 2150 DATA BUN,GUN,FUN,RUN,SUN 
IN 2168 DATA MAD,SAD,LAD,BAD,HAD 
DH 2170 DATA BAG,SAG,TAG,RAG,NAG 
OA 2180 DATA BID,LID,HID,DID,RID 
FL 2190 DATA CAP,LAP,SOP,NAP,ZAP 
KH 2998 REM 

DT 2999 REM INITIALIZE *HHt 

NN 3000 Ce^OfCl-l : cz::2 ;C3;;3 :C4 = 4 :C5-5:C6 = 
6:C7=7:CS=ft:C9=9 

UV 3010 DIM LPS(983 ,flPS (903 JCSC1123 ,TEMPS 


t9B3 ,H$(C7>,0$(e7>,FS tC91 
IP 3020 LPADR-ADR (LPS3 :RPADR = ADRCRPS3 :CAD 
R=ADRtCS3|TADR=ADR(TEHP$}:FADR=ADR(FS3 
:C9(13=" “:CS(11ZJ=*‘ : CS (21 =CS : BS=CS 

YH 3038 UP=14:DH=13:LT=111RT=C7 
KD 3850 GRAPHICS C8 £ POKE 559 ,CO:PM-PEEKC1 
e63-4O:P0KE 54279,PN£POKE 53258,C1:P0K 
E 706,166:POKE 53277,03 
DK 3060 VVTP = PEEKC1343 «-PEEK(135l*2S6;STAR 
P = ADR CPM91 : DrF5 = PHN256Fie24-STARP! HI = I 
NT(OFFS/25G3:L0^0FFS-HI»2S6 
YT 3070 POKE VVTP+C2,L□!POKE UVTP+C3,HI:P 
OKE VVTPFC5,C4£POKE UVTP + C6 ,CO £ POKE VV 
TP+C7, C4 

HN 3075 PM5CC11=CHR$CC01:PM$(10241=CHR$(C 
01:PM$(C2I=PMS 

NN 3088 DIM FRKL5 (201 ,FRKR5 (201 ,FRKC5C201 
I FOR J=C2 TO 16:FRNLS(J3=CHR9cell iFRKR 
9 (J3=CHRSC12B1 :NEKT J 
MZ 3090 FOR J=17 TO 19iFRKL$ (J1-CHR5(2551 
iFRKRS CJ1=CKRS(2S51iNEKT JsFRKLS ClOl^C 
HRS (COl £ FRKRS (203 =CHIRS (C03 
ED 3100 POKE 710,32iPOKE 6Z3,Cl£DIH MTCHS 
CC21 ,MD$ (C3) 

HC 3110 DIN B0DYL3C351,BLMK9C351iBODVLS." 


UU 3120 DIM B0DVft9C353,B0DVC5C351:D0DVR5= 


BADR-ADR(ftODYCSl 

MR 3130 BLHK5(C19=»* *» £ BLHK5 (351l &LHK$ 
CC23=BLNK$:F0R J=34 TO 194:PH5(J,J3=CH 
R$C2551:NEMT j 

80 3140 POKE C7041,421 POKE 53240,118:POKE 
53256,C3 

PD 3150 DIN RACKLS(1603,RACKR$(l6ei,RACKC 
5(1601 :RACKL$ (C13=CHR5(1923 !RACKL$ CC23 
= CHR5 (643 : RACKL5(1501=*' "■ 

00 3160 RacKL 5(C31=RACKL$ i RACKRS CC11:=CHHS 
(C33 : RACKR5 (C23 rCHRS (C23 ! RACKR5 (1503 ='* 
■'; RACKRS (C33 =RACKR5 

ZH 3170 RESTORE 3lSe;FOR J=150 TO 168!REA 
D A:RACKlS(J,J l=CHRS(Al;NEMt J 
LT 3172 RESTORE 3ia2:FOR J=1S0 TO 160:REA 
D A:RACkR$(J,J 1=CHR5(A3£NEKt J 
Cl 3180 DATA 0,28,62,54,99,99,99,54,62^28 
,8 

KI 3182 DATA 16,56,124,108,198,198,198,10 
8,124,56,16 
GD 3190 POKE 707,C4 

GF 3200 RESTORE 32ie:F0R J=444 TO 45e:REA 
D A:PH$ (J,J3=CHRSCAl :NEMT j£POKE 705,C 

4 

NN 3210 DATA 8,28,62,62,62,28,8 
GH 3220 DIN DOCKS (121 : DOCK5=:*‘^^^HIJ I I J 1 
":DADR=ADRCDOCK53iG0SU8 1988 
ZA 3230 A=PEEK(5603+256*PEEK(5611 
JE 3240 IF PEEK (Al 066 fHEN A = A + Cl;GaTO 3 
240 

MR 3250 POKE A,70;POKE A+C3,C6:P0KE AFC4, 
COiPDKE A*C5,C6 
AH 3300 RETURN 
KN 3498 REH 

ZV 3499 REH NNM CHECK FOR DOME NNN 
RS 3508 CNT-CO : €KFLG = C1: PXTCH::40 
TJ 3510 IF RPSCC4,C53=MTCH5 AND RP5C1&,19 
1-HTCH5 AND RPS(32,333=MTCHS THEN 3550 
AR 3520 RETURN 

DU 3550 FOR K=CO TO C9;P0KE 65e,ca:POK£ 6 
57,22:? " grvaT Job!!! *'!PITCH=100 
-C5HK£G0SU8 1800 

FF 3560 POKE 656, CB: POKE 657,22!? '■ 

*'!FOR L = CO TO 10! NEKT L ! HE 

KT K 

GT 3588 POKE 559,CO:ftODYCS^8LNKS£A=USRCAA 
DR,K+B0SET,IZ0,BADR,35,C7J JPMS(FRK+S23 
,FRK+5423=PMS(FRK+443,FRK+56Z3 
YU 3590 POP !GOTO 280 


conimued on pafie 65 




READERS 

POLL 



D 


software 



RESULTS 


Tliank you to everyone who took the trouble to vote in 
the Readers Poll from issue 19. Due to the astonishing 
number of cards relumed it has taken quite a few hours of 
work to come up with the results but here they are at last, in 
fact a complete Top Ten of the various articles and con¬ 
tributions from issues 13 to 18. 

Interestingly, the pattern is very similar to previous 
years with every single contribution receiving at least one 
vote and with David Biease and Mark Hutchinson up in the 
top three yet again. Anyway, to save further suspense, here 
are the Top Pen contributions to PAGE 6 issues 13 to 1S as 
voted for by our readers. 

1. FIRST STEPS by Mark Hutchinson 

2. TYPO 3 by Alec Benson 

3. CASTLE MORGUE by David Blease 

4* Grand Prix H by Chris Darkes 

5. Display Lists Pt.l by Steve Pedler 

6. Atari Book of Books by Kevin Fleming 

7. Software Reviews by Jim Short and others. 

8. Adventure Column by Garry Francis 

9* The Booster by Phil Davies 

10. 130XE Review by Les Ellingham 

First Steps was a clear winner all the way with most 
votes going for the A-Z of BASIC which obviously helped a 
lot of new owners and TYPO 3 just had to be up there for 
the untold number of hours k must have salvaged from de¬ 
bugging sessions. There were also quite a few surprises (at 
least to me!) especially the review of the 130XE reaching 
the Top Ten. Equally surprising was the feet that just five 
points outside the Ten was De Re Piracy which surely goes 
to prove that most owners do care about the future of Atari 
and it is only the minority that have caused all the problems 
in the past. Equally surprising was that many o-f the the 
articles or programs included as ‘minority interesf received a 
fair number of votes. 

Anyway, on with this year. With the knowledge of what 
you found most interesting Iasi year we can hopefully pro¬ 
duce more good balanced issues. The top three authors in 
the poll have received various goodies of their choice plus 
worldwide fame and recognition! Why donk you see if you 
can get into that Top Ten next time? 

The toinners of the draw associated with the Survey and Poll 
have all received theirprizes. Winner of the 1050 Disk Drive 
teas D.G.Reed from Oxfordshire and the following people 
each received a Ballblazer cassette. A,G* Seagrave of 
Croydony D. Rowlands of Lincolny David Cheungfrom Lon¬ 
don^ Mark Hemstock from Heanoryjf. Bowles from Br^htott, 
Andrew Kemp from London^ F. Maltly of Mobberley and 
Harry Clark from Barking in Essex. Congratulations to the 
winners and many thafiks to all those who sent in cards. 


★ STAR CHOICE ★ 

★ SPY vs SPY II C/D £S.50/£12.7S ★ 

•k BOULDERDASH II C/D £8.50/£12.7S* 

★ TAIL OF BETA LYRAE C/D £8.S0/£ 12.75 * 
-A- STEVE DAVIS SNOOKER C/D £8.50/£ 10.95* 


DISKS...DISKS...DISKS...DISKS... 


RESCUE ON FRACTALUS 12,75 

CT.AMERIUAN RU RACE 12.75 

BIDOLAN 12.75 

REALM OF IMPOSSaiY lOSS 

A\tS A&SAS1N 

H.UJ..E. 12.75 

ARf^HON 12.75 

PTNBALL CONSTRUCTION 12.7S 

MUSIC CONSTRUCTION 12.75 

SUPERSCRIPT 5#.45 

MISSION ASTEROID 12.75 

WIZARD A PRINCESS 12.75 

DARK CRYSTAL ]«.95 

ULYSSES 

MR ROBOT 12.75 

BOt'LDBRDASH 12,75 

KORONIS RIFT L2.75 

GRAPHICS ART DEFT, 26^95 

MOVIE MAKER 14.95 

TIGERS IN THE SNOW 12.7S 

SMASH HTTS 1-3 nch RL45 

VOICE MASTER S9.3S 


ELEETRA GLIDE 

ia.9f 

SMASH hits 4 

10.95 

MEDIATOR 

10.95 

COLOSSUS CHESS 

10.95 

JUMP JET 

9.95 

ZONE X 

10.95 

KINO OF THE RING 

iOL95 

MERCENARY 

10.95 

FIGHTER PILOT 

10.95 

HOMEWORD 

*1.15 

SPA RT ADOS 

37.» 

GOON IBS 

12.75 

KENNEDY ARPROAr-H 

11.95 

TAPPER 

12.75 

SPYHUNTER 

12.75 

ulti.ma hi exodus 

14.95 

BLUE MAX 2W1 

12.75 

STRIP POKER 

12,75 

SUMMER GAMES 

12.75 

WHIRI.INURD 

12.75 

CONAN 

12,75 

F-15 STRIKE EAGLE 

14.95 


CASSETTES*..CASSETrES...CASSETTES„. 


RESCUE FRACTALUS 

18k 

8.50 

ELBKTRA CLIDE 

I8k 

7.50 

Ballblazer 

18k 

B.50 

S.MASH HITS 1 

ISk 

8.50 

GT AMF-R- HD RACE 

18k 

8.50 

COLOSSUS CHESS 

18k 

8.50 

HACKER 

18k 

8.50 

COLOURSPACE 

18k 

7.S0 

RIVER RAID 

31k 

8.50 

20NE X 

18k 

8.50 

DECATHLON 

184 

8.50 

KING OP THE RING 

IBk 

8.50 

RED .MOON 

32k 

5.95 

JUMPJF.T 

48k 

8.50 

WOR.M IN PARADISE 

t4k 

8.50 

FIGHTER PILOT 

18k 

4,50 

MORDENS QUEST 

18k 

5.95 

MERCENARY 

18k 

4l50 

BOULUbRDASlJ 

32k 

8.50 

CC.KIN1F-S 

48k 

8.50 

SPOT THE BALL 

32k 

8.50 

ZORRO 

18k 

L50 

CilUCHIE EGG 

4Sk 

5.95 

BOUNTY BOB 

44k 

4.5D- 

AIR WOLF 

4Bk 

8.50 

HI.UB MAX 2001 

41k 

L50 

THEATRE EUROPE 

48k 

8.50 

GHOSTCHASEK 

48k 

8,50 

UHIMFRA 

48fc 

>.75 

THUNDERBIRDS 

48k 

3.75 

.MR ROBOT 


8.50 

rmtthajt. manager 


LM) 

ROMS...ROMS...ROAiS...ROMS... 



.MINER 2D49«r 


8.50 

OILS WELL 


8.50 

QirEST FOR TIRES 


8.50 

«4TAH HAIOKKN 


7.50 

ST SOFTWARE 

...ST SOFTWARE.,. 



ZKUL Si WEST 


26.95 

SUNDOG 


34.95 

ULTIMA [I 


54.95 

FLIGHT SIMULATOR 

34,95 

W18IIBR1NGER 


34.95 

SUSPENDED 


44.95 

K-SFREAtl 


44.95 

K-SEKA 


44.95 


HARDWARE/PERIPHERALS AVAILABLE 


CASSETTES FROM £1.95 - DISKS FROM £5.75 


NEW TITLES AVAILABLE IMMEDIATELY ON 
RELEASE 


TELEPHONE 0625 25228 
Prices include VAT and Postage 
Send cheque/PO^s to 



SUNARO SOFTWARE (P6) 

PO BOX 78, MACCLESFIELD, 
CHESHIRE, SKIO 3PF 
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WRITE A GAME 


Due to the fact that the Editor needs this article right away 
(no rest for the wicked!), I have had no response as yet about 
issue 20i This issue finishes the game, at least my pan of it, 
and any response will be published in the next edition. 

In this issue I have included the full listing that we have 
been working on. Study it carefully, and beware of the NEW 
in line 3030- SAVE your listing first! I have made changes in 
the listing for this edition to include a ‘WIN’ screen. Notice in 
line 5010 the Wl. ITiis is used to store the name of the player 
currently playing. The winner will be the last person to 
choose a position on the board and his name will be stored 
in WS. 

Line 3100 counts the number of choices and when the 
maximum of 9 appears without a win taking place, the game 
is drawn. 1 had originally used a variable (C) here to check 
when the computer recognises the game is drawn. For 
instance, if C=8 at the start of the test will the computer 
recognise a drawn game after the next choice? Or will C have 
to equal 9 at the end of the last choice? I picked the latter 
method and, as usual, forgot to delete C. Well spotted 
Clifi: 

In line 130 1 did not need to test TF CO^T. IF CO on its 
own means Tf CO does not equal zero’. Similarly, line 140 
uses ‘IF NOT CO’ to test if CO equals zero. Notice in line 110 
that 1 did not need to use ‘THEN GOTO 4000’ only 'GOTO 
4000’. If you look at line 4020 you will notice control charac¬ 
ters to position the text. 1 could have used POKE or POSI¬ 
TION just as easily, but this would use lots more memory, 

The subroutine at line 3000 checks the eight possible ways 
of having a winning line, i.e. three vertical, three horizontal 
and two diagonal. Again I have used LOCATE and compared 
the figures stored In the squares. 

You may also note that, for a change, I have used the 
OPEN and GET statements to look directly at the keyboard. 
You could always have used this during the choice of squares, 
however, if you had made a mistake or wanted to change your 
mind there is no way to do this as the program just runs on, 
Unless of course you include an ''Are yog sure’’ prompt. 

As I mentioned in the last issue, I am not going to write a 
subroutine for the computer, but have included a few RBM’s 
to give a small hint on how to tackle it. All the details are avail¬ 
able over the past few issues, or you could write your own 
subroutine. 

I have been fiddling about with this game during the writ¬ 
ing of this column and some mistakes had crept in. I have 
spotted most of them, but you might find some I missed. It is 
near impossible to find all of your mistakes. This is why it is a 
good idea to lend out a few copies to friends. They will see the 
game through fresh eyes and hopefully spot any errors. 

As you can see from the listing, the game is wholly in Basic 
and uses lots of variable comparisons, yei, when played, the 


concluded 

El t REtt H H H WHW'WWWWW W HRHH mf I fWWHH I f W H WW WWIW 


UD 2 REN » FSH^T ^TEP5 - WRITE A GAME *1 
PQ 1 REM W Th« final listing f«r R 
HH 4 REM A users 'to iHproup extend 

EC 5 BEM * -- 

fr REM * HARK MUTCHlH^aH for * 
ja 7 REM W PAGE 6 MAGAZIHE - EHGLAHA » 
EP a REtt HWWHWWWMWW MM M i iMMMMIII f li C I I I C I I I t i r MHH 


9 HEM *** up intro screen. 

OD ifl ca^iiB 

UT sa REM ***** Moin se<iuenre« 

GE REM *** Player HI tO ChOOSP. 

lae h$=a$:go 5UB leaatiF urorg them 

GS 109 REM H4HI Test for winner. 

HD lie GOSUB 10001 IE UIM =1 THEM 4000 
DL IZO FDR T = 1 TO £00iHEiIt T 
DU 1Z9 REH W . W W Coptputer or player QZ to 
c hoose. 

UW 130 TF CO IMEM HS:;;"COMPUTER'M GDlUe CMP 
TRilF HROHG THEM ISO 

AK 140 IF MOT CO THEN HS±^BS;Ga^U0 ZO0O; I 
F URAHC THEM IZO 
HA 149 REM ****** Test for winner. 

HL ISa GQ^UD ^eoO;TF HTH=1 THEN 4000 
LS 160 GOTO 100 

VJ 999 REM ****** Get player >ti-s choice. 

FK 1000 HROHG:^0 : POICE Zb4 , ; ? "HVOur CHo 

ice ■‘iAS:BEM •** Clear ‘last key press 
ed■ register 

OB 1007 REH »*« Place H in square. 

HI 1010 K = PEEKC7fr4> I IF K = Z55 THEN IBlOrRE 
H »»« xeep lovhing. 

eu lOZB IF ir=63 IHEH LOCATE n <>2 

lb THEN IF HOZ37 THEN POSITI0H 0^3:7 
no iRETURH 

LC 1030 IF K=Z1 THEN LOCATE 1B,3.H;XF H<) 

Zlb THEM IF MOZS7 THEN POSITION IB.I; 

7 ftOj : RETURN 

OS 1040 IF K=1S THEN LOCATE iZ^3,N:lF N<> 

216 THEN IF N<>23:9 THEN POSITION 1Z,3J 
7 S6;HS;return 

QU leSB IF K=S8 THEN LOCATE ajS,H:IF M<>2 

10 THEN IF HOZ37 THEM POSITION 6,5:7 
tfO j ] RETURN 

UT 1060 IF K=4Z THEM LOCATE 10,S,H:1F «C> 

Z16 THEN IF NOZ37 TtlEH POSITION 1B,S: 

7 XS ; RETURN 

EU 1B7B IF K=56 THEN LbCATE 12,5,N;TF H<> 

Zlfi THEN If W0237 THEN POSITION tZ,S: 

? HGiKSiRETURH 

UC lOOb IF K=bi THEN LOCATE B,7,N;1F N<>Z 
lb THEH if NOZ39 THEN POSITION 0*7;? 

Bb;H$ :return 

FU 1090 IF K=S7 THEH LOCATE 1B,7,H;IF H<> 

ZIG THEN IF H0237 THEN POSITION 10,7; 

7 nb ; xS;HETURN 

game is not noticeably slow for alt this. Because I wrote the 
program originally as an example of how to write a simple 
game and not as an example of advanced programming, the 
graphics are not very good. But then again this leaves room 
for your imagination to work! 

The strange thing about 'Write a Game’ has been the shor¬ 
tage of mail I have received since it started. Now that it is over 
1 will need some suggestions from readers about future topics. 
You know the address so why not write? If you don’t know the 
address it’s : Mark Hutchinson, BAUG Software^ 
P.O.BOX 123, BELFAST, BTIO ODB 


by Mark Hutchinson 
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Jl^ ll«e IF K=13 THEM LOCATE H<> 

2:1b THEM IF H<.>234 IHEH POSITION lZ,7t 
? 06;SRETURN 

Qj me ? "NCHoidE MUST be a-t oblv'sfor 

U= 1 S TO 6 STEP -e.llSOUHD 0^1Se,14«V;N 
EKT UiSOUHD e, e, Oj e i HROHGi-l : RETURN 
UT ISSS REM Get player MI'S ChDicrp 

HK 2000 MR«Hb=e;POKE 764,2551? '^NYOUr ChO 
ict ";BS±ttEM *»W Clear registerp 
HE zee? REm 4*» Place 0 in square* 

OP zeie K=PEEm764J : IF K = 255 THEN 2618 i RE 
H tHHt Keep loehins, 

ee zaze if u-6J then locate nOi 

16 THEIt IF H0239 THEN POSITION 
06 :ltCTURH 

IT Z43e IF K-21 THEN LOCATE 1B,3*H±1F NO 
216 THEN IF H023S THEN POSJTlDII 18,3] 

7 a6;09;vctuAH 

TJ 2B40 IF lt = l* THEN LOCATE li,S,NElF BO 
216 THEN IF NOZT? THEN POSITION 12,1: 
? 06;qS:RETURN 

ND Zese IF K=58 THEN LOCATE a,S,N!lF N<>2 
16 THEN IF THEN POVITt&N 8,5:? 

06;OS;RETURN 

SB 2668 IF K=42 THEN LOCATE ia,5*B;lF H<> 
216 THEN IF N023S THEN POSITION 18,5: 
? 06;eSIRE TURN 

CM 2070 IF THEN LOCATE 12,6, N: IF HO 

216 THEM IF NC>Zl? THEN POSITION 12,51 
? fi6;0$;RETURN 

SL 2080 IF K-61 THEN LOCATE 0,7,H:IF M02 
16 THEN IF M023S THEN POSITION B,7l? 
S6;OS:RETURN 

OM 2830 IF K=57 THEN LOCATE 18j7jN;IF hO 
216 THEN IF N^>23S THEN POSITION lB,7l 
7 O6;0 S:returh 

OR 2188 IF K::13 THEN L OC ATE _ 12,7 , N ! IF HO 
216 THEN IF N<>239 THEN POSITION 12,71 
? B6I0S:RETURN 

MH 2110 ? ''NCHOICE MUST BE A-I ONLY" ] FOR 
U-IS TO 8 STEP '•e.llSOUHO 0,158,12,U;H 
ENT 8;SOUND 8,8,8,8!HR0HG=1;RETURN 
IS zss? HEM ***** Test for win* 

Jfl 3008 HIH:=a± LOCATE S, 3, A i LOCATE d,S,D:L 
OCATE B,7,C:IF A=D AHP A=6 THEN N1H=1 
SH 3B1B LOCATE 1«*3,RELOCATE lB,5,E:LOCAT 
E 10,7,H:IF e=E BHD B=H THEN HIH=1 
LK 3020 LOCATE 12,3,C1LOCATE 1Z,S,F;LDCAT 
E 12,7*I:IF C=F AHA C=I THEN HIN=1 
DU 3B3B LOCATE 8,3,A;LPCOtC 18,3,B!LOCATE 
12,3,C:IF A=B AND A=C THEN MIH=1 
UJ 3848 LOCATE 8,5,D:L0CATE iO,5,E:LOCATE 
12,S,F:IF D=E AND D^F THE* MIN=1 
L« 3050 LOCATE O,7,C:LOCATE 10,7,H;LOCATE 
12 h7,I;IF G=H and G-I then HIH^L 
UL 3468 L4CATE 0j3,A:L8CATE 10,5,E:LOGATE 
12,7,II IF A=E AND A = t THEN U1H = 1 
HU 3474 LOCATE 0,7,C;LOCATE IB,5,€tL4CATE 
lZ,3,G^rF C=E AND C=G THEN HIN^l 
UF 3B?? REM »»» Test fOF Onwn . 

JK 31BB CDUHT=.COUHT + l t IF CQUHT = ? THEN 688 
B 

AL 36BD RETURN 

PZ 3??? REM ***** FDUne a winner' 

VF 4000 GRAPHICS ZlFDR P=8 TO 255 STEP 3J 
POKE 712,P:HEKT P:POKE 712,32 
N2 4818 ? tl6;"THE HIHHCR OF THIS GAME HA 
s ■■;WS 

DU 4828 ? "niThiS gBHe is 4 VER, * 11 I^Dd UdU 
Wish another tvzHJ“ 

80 4BXB OPEN HI ,4,0 ,"K : : GET HI , G f CLOSE tt 

1 ;IF G = 67 THEM RUN 
RU 4B40 IF G = 74 THEN ? rrlKl 

" : HEM 



Atari Sqf tmare Bargain of the Year 

Rallg Speedtuag ROM Cartridge RRP £)4 -95 
Tgnespft Price £9*95 incl.Postage&Packing 

(Fits any Atari Computer] 


IcaTtiiei 

ROM Cartridge - Enstant no probtein ioadi ng 
OiWlKii pUger optK^ 

CtioioG of road conditjo<l!i 
Real Eifc/orciompoief 
Choice o^Tbp^pewdS 
AcoelCEatiDn 
CCHtfSCl 

TTa« Corntriici OptiOii-Btiiy ijcwi ouin ^ing Tra/ 



TVHtJiIJPl 
KHEtPf WT K71 
UNIT 3. 

ADDITION IN&ATRlM. f.STATE 
BUYIXIN rV Ht 4.HH 


UithPlAi bf fluMW 

^rniLHi* C *>il h liikWi-s l 

wlfphCHiinsi 

IfWl 


PH 4050 GOTO 4424 

MX 5005 HEM IHH* Set UP intro screen. 

UJ seie GRAPHICS l!POKE 55?,4:POKE 710 ,B: 
DIM AS(123,eS(123,HS Cl 23,KS f11 *8$ 113 :C 
MPTR=ieeee : co=o: couht-o ; K9=*‘CJ*''iaS="(3" 
LI 5815 POKE 752,1:FDR A=1 TO 144;? H6;"o 
OoG";JNEIlT AlPOKE 5S5,34 
NB 5015 REM ***** Set up players* 

HR 5020 ? ”« 1 7 a 7 7 IJR-Vi4rl OB E3*' 

DV 5425 TRAP 24;? "Hhat is your nawe'^';:lH 
PUT Aii? +'^Your opponent's nane i** for 
c oinputer ■ : IHPU T b5 : ? "H" 

08 5838 IF 8S Cl . 11 =''**" THEN TRAP 44408:00 
= 1 

MD Se3S REM ***** Set Up Main play screen, 
GB 5840 GRAPHICS 2:POKE 55?,B:P0KE 712,40 
ISETCDLDR 3,4,10:PDKE 76&,Z2E:POKC 752 
,1 

PO S84S POSITION 7,2:7 n6;"|— f —T—|";POSIT 
JON 7,4:7 n6;"i— i —t—1":P0SIT10H 7.6:? 
«6;"»—H-HH": POSITION 7,6t? «&;** < I ■ 

J 

AJ 5058 FOR Y=3 TO 7 STEP 2:F0B K=7 TO 13 
STEP 2;POSlTtOH K,Y:? tt6 ; C HR $ C i 24 1 ; : C 
=C+l:MEKT K;HEKT Y:C-?7 
DL 5060 FOR V;;? TO 7 STEP 2: FOR H=8 TO 13 
STEP 2:PDSITX0N K,V:7 H6 ; Ct*H S CC 1 ; : C = C 
tllHEKT XlHEKT YlPDKE 55?, 34; RE TURN 
FH 5??? HEM «** Try another? 

DT 6000 7 "N^This gane is drawn*ll*0O you 
wish another cvzhj" 

UH 6010 OPEN ttl, 4,0, "K ; " ; GET iai,C;GLOSE B 
l:IF G=8S THEN RUN 

RO 6020 IF G = 78 THEN 7 ""^fcliniF 13^1 l /'ICP 
" : NEW 

PF 6030 GOTO 6000 

NT 10008 REM ****** Insert cOMputer regulat¬ 
ions here> Delete rEm^ 

48 18801 REM ****** RandOMise K 1-?. OH H GO 
TO loeeitM to get k. Test k for a prev 
ious choice.COSUB 2O04*ie**H 
M8 18802 REM ****** GOTO 100 Q 


AGH * ' tssui: 2] 61 






























SCALEMASTER 


by Peter Wright 


SCALEMAS lTiR is a straightforward number crunching 
program of interest to model makers^ model engineers etc.j 
indeed anyone who is interested in models or plans and their 
related scales^ It has many functions which can be selected 
from the main menu. It will convert imperial measurements, 
(feet/inches) to metric (cm. or mm.), and back again. 

If you know the full size of something you wish to model, 
enter it, and enter the scale that you wish to use. The program 
will give you the scale size of that measurement. TTiis option 
has been particularly enlightening with die-cast cars such as 
Dinky, Corgi etc,, which purport to be 1:43 scale. SCALE- 
MASTER will tell you differently. You can also scale a model 
up to full size. If you have an accurate model of something 
such as a construction kit of an aeroplane or ship, measure it 
and enter the size in mm. Now tell SCALEMASTER what 
scale the model has been made to, (this is usually printed on 
the box) and SC ALEMASTER will respond with the full size 
in feet/inches. If, on the other hand, you want to know what 
scale your model has been built to, enter the full size in feet;' 
inches and enter the model size in mm. SCALEMASTER 
will respond with the exact scale. Finally, if you want to know 
how many mm* to the foot a scale represents^ just enter the 
scale and SCALEMASTER will tell you. 

Written in BASIC, SCALEMASTER uses a simple no 
frills GRO display. The program is fully error trapped with 
the usual exception of RUBBISH IN, RUBBISH OUT. The 
BREAK key has been disabled, and the program will accept 
responses in upper or lower case. In normal use, only the 
RESET key will stop it! 

The idea for the program came from a friend of mine who 
collects model die-cast cars and wanted to check the accuracy 
of their scale* It has proved very successful in this respect, but 
I feel that the scope of the program could be widened for other 
model enthusiasts. 


mm ** 

AG ao OPEM B±. 4 , ■'!( . li . 01,4; CLOSE Hi 

OZ 99 IF S<44 OR S>B4 THEN ? "ta": HUH 
II ±80 OH s-40 COT* zaa«308,4Be>seOpfiaa,7 

oe 

UO GOSUB lOSa 

IF 2BB 7 


HH aas TRAP 1^9:? enter length in 

feet/inches **:? :? ■■ feet=*'j :Ihpijt 
FT 5 7 XHCHE4 = --; ; IHRUt IHi GOSUB laSD 

ZA ZBC ? '* + 7 4 f 4 + 

VT 2ie IF FT>=1 THEM 7 :7 FTf**ft "ilH; 

"in - : GOTO 128 

HU 215 7 :7 ;? IWlMCH^-'in ^ ■■;MET/10;" 

Cl**+ 

PG 228 7 t? :7 :? "Any i»r« conversions t 
V^M3"i!IHPUT REPS 

HH 225 IF nEP4ri,ll.=*<-V" OR REPS Cl, l J ="y^* 
THEM zaa 
op 238 GOTO 38 

UP 2 SS GosuB lesa 

UK 100 7 "If 


PC 38S TRAP 2SS!7 "Please enter length in 
centiHetres":? ;? CEHTIME18E4="i;l 
MPUT CEHT;GOSUa IBIB 
HM lea 7 "t II 

HI Iia IF FT>=1 THEH 7 i7 ;? CEHTj"CH = 
"jFTi**ft ■■jIHj>-in"lG8TO 328 
Bt 315 7 ;7 :? CEHTi"CH = ";IMrr4n‘' 

GD 328 7 :? ■? "Any iMtre conuertians tV/H 
3"j;IHPUT REFS 

JC II5 IF ftEP4 II, 13 ;:"V“ gp REp¥ Cl, 13 
them 388 
8G 348 GOTO 30 
UO 392 GDSUa 1858 

": TIIAP 

PE 483 7 J 7 "Please enter full siie in fe 
et/inches" 

UJ 418 7 " FEET-** j : IHPUT FT ; 7 •* IH 

CHES = '’: : INPUT IHfGOSUB 10BB 
L» 411 7 " + t 


EX 1 PEH MMH l I UMi W 
JR 2 REH » 

Lfl 3 REn * 

E8 4 REH M 

EC S REH * - 

IZ b PEM W PAGE 
EO 7 REH MUW MMHi m 
HH 8 REH 

FO 28 GRAPHICS 9; 
,l:SETC0L8R 4, 
Ua 20888 

A1 30 7 i? :? "R 
t? i 7 " 

PV 40 7 : ? E 7 *+ 

OHUErsioh**; 7 : 
XAL COHVEbSION 
bn 58 7 :7 " J. 

ZE"17 J7 " 4 

ZE" 

MU 60 7 s 7 '* 5, 

a. SCALE-HASTE 


SCALEMASTER 

by 

PETER NRICHT 


6 magazine ^ EMGLAH0 » 


POKE 752,1JSETCOLOP 2,13 
13j1iSETCPLOR 1,1X,0:GOS 


1. IMPERIAL TO METRIC C 
? " 2, METRIC T0 IMPEP 

PI 

SCALE DOUH FP8M FULL 51 
. SCALE UP FRaM SCALE Si 

SCALE FINDER":? ;? ** 
H";7 i? 


MU 415 7 f? "Pie4s# enter scale ynu requi 
re":? "SCALE = 1 : : IHPUT scaleitpap 39S 

:7 "t II 

ZK 428 9C = IMT tlBilCMHFTZSCALEI 1718 ; SCSIZE = 
SCMFT+IIPWIHT ( CSC/12|44Ittte . S3 *riei 
DU 430 IF SCSIZE> :;;l00 THEN ? e 7 !7 **li"jS 
CALEj" scale at "jFTj-ft "JIH:**ln = 

" j SCSIZE;**nM**±cqTO 448 
VF 43S 7 17 ;7 "1 ! " i SC ALE J" scale 4 t ":rT 
J"Pt **ilNi"in ^ ";SCS1 Ze;"hm" 

Tl 448 7 :7 I? "Here Jlmnsions to scale 

down CV/H3 IHPUT REP$ 

Itic 450 IF REP^fl,lJ =:"Y" OR REP$ 11,1} ="y" 
THEM 488 
8L 460 GOTO 38 


UR 499 GOSUB 1058 
HU 500 7 !7 "If Ki 

PAP 499 


se 585 7 i7 ;? "Please mter HAdel Size i 
n Hi 1 1 Imtres" j : 7 :7 "HILLIMETRES^"; ;l 
NPUT MM!? "t 


CF 510 7 ;7 j? ^*Please enter scale of nod 
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tKliBWe 


CjJ.Js! 

f»f^ea*of E ^ 


y^gt^ 


Tw dvy^, . r . Dbki m-dni p«lj Kfard^rc -iMrulptMrt 
Heaw land chequHi^^wctal qrdan tQ: 

.^COliWIiAltf D«|M Pg 
n (ImadiwhHMl, ImihboHniHli 
Mu. H» «Of h4 (HH Umf 


■} 0509-262259 

HtmJNE 


el":? "^cai,E: = l : "1 : tHPUt SCALE:? *♦* 

ril 

ME 51S HHF=IHTCHMrT/SCALElfGOSUB SS« 
dV 51E FT-X:HT tHM/HMF} : IHCH=HH-tFTKHHFJ : IN 
= 1HT C10W tlllCH/HHF3»lZ>/L« 

MV 520 ? j? ** Model Size'-MM; "««■■: ? 

s? ■■ scale.. 1SCALE : ? ;? " 

Ful 1 Size - ■■; FT;'*f t "j 
PQ 521 ? IN;"!!**" 

GR 525 ? :? [? s? "More dimensions to see 
le up CY^H>"I-INPUT REP? 

LZ 530 IF REP? n c 1)="Y" OR REPS tl, 11 =*'y" 
THEN 500 
dV 535 GOTO 30 

Id see IF SCOLE=24 THEN HMF=i2.7iFL=1:sca 
LE?:=**halF an i nc h** ± RETURN 
NO 5S2 IF 3iCdLE = 32 THEN NMF =t. 5 I FL = 1: SGAL 
E? = "three eights of an inr: RETURN 
TJ 554 IF 5CaLE = 40 THEN NMF=:6, 35 ; FL = I, ; SCfl 
LES="quarter of an inch":RCTURN 
OS 5Se IF 5CaLE-12 THEN HMF=35.4:FL=i!SCA 
LE?="onp inch":RETUNN 
JV 550 IF 5C4LE = 10 THEN HMF = 17-05;FL = 1:50 
dLE5="three quarters of an inch";nETUR 
H 

Z« 560 IF 5CALE = ?6 THEN HHF=3 - 175:Fl^l;50 
ALE?="one eighth of an inch":RETUflH 
DA 562 TF 50dLF=B THEN HMF=3a.1:FL=£:SCAL 
£? = "cine and a half 1 nc hes*^ : RETURN 
2T 590 RETURN 
U5 595 G05UB 105B 


SCALE FINOEH 


CK fi05 ? :? :? ‘*P lease enter Full Size in 

reet^inches”;?T rap ess 
GO 010 ? ■■ FEET-'V; : Input FT:? " INCH 
E5=“;]IHPUT ltt;GD5UB 1000 
OL 011 ? "tt + + 

no 615 ? -? "Enter size of Hadel in ni11± 

metres"*? "MILLIMCTERSs'^mINPUT mmj? " 
t +♦ 

FC 620 50A1E=IHTC10*CHET/HM>to*53^10 


YT 625 ? I? !? " 

t "jINj"in":? 


Full Site. 
? " Model 


. . ."iFTj^f 

Size. . . . j 


OR Rep?li*l3="»** 


I" E FL=6 

Enter scale vow 


5G 63« ? 1 ? ** 5cale.***l;“;50ALE 

QQ 635 ? :? t? "dnji Hore scales to find t 
Y/^N> INPUT REPS 
HU 640 IF REP? ="V“ 

THEN 00B 
QY 645 5QT0 30 
UT 0T? G05UB 1050 
KG 70« ? 

AG 705 TRAP 655£? !? !? 

Wish to find - li";:lHPUT SCALE:? ;? i 
? :GD5U0 550;5C=5CALE;IF FL=1 THEN 715 
K1 710 50ai.E'MPFT75C ; 5CALE = INt t CSqALF*I03 
40.53/10;60tO 720 

LO 715 ? "1;**; SCdLE; SCALE?; *■ to 1ft." 

:FL=0;GDTa 725 

CB 720 ? ■•1;"I5CJ " = "; SCALE; "MM to 1ft*" 
HM 725 7 [? 1 ? "Any More scales eY/H3";:l 
HPUT REP? 

DK 730 IF REPS="Y" OR REP?=**tf" THEM 700 
OK 735 GOTO 30 

P0 1000 1HPIHCH=^1FTN123+IH !MET = IHT t CIMPIH 
CHNC0NIM3 *0.53 i RETURN i REM W FITM!IJj:T:Mn 

DK 1010 M1L=C.ENTN10 ! INCH = INT C1O0HCMIL/COH 
IM3 3 ^100;FT=1NT CZHCH7123 ?IH^IHCH-fFf»l 
23: RETURN ;HEH Jg0i:^ 

YP 1050 ? •■0"IPO5ITIOM 3*71? "p-- 

l "iP05ITI0H 3^a:? 

I" 


'll 


INPUT ERRORi-PLEASE IRV AGAIN 


SK 1060 POSITION 3^5:? '**- 


->Q":F0R 1 = 1 TO 75:HEKT 


I:? 'WlFOH 1 = 1 TO 75tHEMT I:? '13" 

US 1070 TRAP 40000:RETURN 
PN ENP :REM UL4*111! f 

JP 20000 DIM REP?C33* SCALESC403 [G0NIM=25 
4;G0H1C-2i54iMMFT = 3e4- 0:I = PECK C163 tIF 
3>127 THEN I=I-120SP0KE 16*1 
VZ 20010 POKE 5X774*1JRETURH 


□ 
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Measuring Temperature 
with an Atari 


This article shows how lo use any model of Atari compmer to 
measure temperature, using only one coinponcnt, some wire and 
a connector. 

To use a computer to measure values in the real world we need a 
way of converting analogue values, such as temperature, light, or 
resistance into digital or on,/off signals w^hich the computer's chips 
can deal with. Luckily Atari computers have several analogue to 
digital converters built in to handle the paddle controllers, two per 
joy-stick port, twaddles, which are simply variable resistors, arc not 
the only devices that can be plugged in how^ever, the resistance of 
any device can be measured and usable values are Ik ohm to 
500k ohms, 

IT COULDN'T BE EASIER! 

Thermistors are readily available devices whose resistance varies 
with temperature. All that is needed is lo wire up a thermistor to two 
pins of a suitable connector, plug it into a joystick port and with a few 
lines of HA Sic your Atari will be measuring temperature. 

We need lo choose a thermistor that has a suitable resistance in 
the temperature range we are interested in. Type VA I0b7Sisagood 
choice as it has a resistance of 150k ohms at 25 degrees 
centigrade. 

The parts required are available from Maplin Electronic Supplies, 
P.O. Box 3, Rayleigh, Essex SS6 2BR, 

I^ermistor VA 1067S Order code FX43W/ 78 pence 
D-Range 9 way socket Order code KK61R 95 pence 

MAKING THE RIGHT CONNECTIONS 


\ 1* zi 3* 4* 

\ 6* 7* 9. 

Joystick port 

L Joystick switch - forward 
2^ Joystick switch * back 
5, Joystick switch - left / Paddle A trigger 

4. Joystick switch - righv' Paddle fi trigger 

5. Paddle B 

6. Joystick trigger 

7 . + 5 V 
K, OV 

9. Paddle A 


by P. Bartram 

The thermistor should be connected by suitable lengths of wire to 
pins 7 and 9 of the connector, dliese w^ill be numbered on the socket 
but you need excellent eyesight or a magnifying glass to see them 
TThe value will be read from BASIC from PADDLE(Cl) w^hen 
plugged into joystick port 1 or PADDLE(2J in port 2. These values 
will vary from 1, at minimum resistance, lo a maximum of 228, 

A second thermistor could be connected lo pins 5 and 7 and read 
as PADDLE(1) or PAD1>LH(3). In fact an Atari 400 or 800 could 
have up to eight analogue inputs and Atari 600XL, SOOXL and 
120()XL models up to four. 

A DEGREE OF SUCCESS 

So far so good, that's the hardware done, now for the software. 
Our computerised ihermomcier must be calibrated. Plug it into 
controller port 2 (then you won^t need to unplug your joystick), and 
enter and run the folio wing one line program: 

10 PRINT PADDLE(2)^GOTO 10 


i«ee aen . .. 

HH 10SS RCn Progran Heasures teHperature 
US 1419 n-etl uslft? thprnlsror wired to 
UH lets HEM f»ADDLECTl 

DA 10t9 ACH---- 

XS 10ZS REM PACE b MACAZlKC - etIGLRHP 

VB leSB HEM *.... I ... 

ZX 1044 POKE BZrB:REM Set left Hdrgin 
BI 1050 GRAPHICS Q 

7H 1060 POKE Z0Z^l£REHi Turn cursor off 
UQ laze POKE 7Le.l4e:nEM Background color 
OW isae POKE res.atREn Toxt luninance 
IK 1090 REH 

LH 1100 REH CAllbration d«t« 

UK me LDTEMP = 13. 5 : LDPAObLE:;;95 
PS 1120 HITEMP=Z2inrPA01>LE = BZ 
HI 1130 FACTDR=CLaPABDLC-HIPADBLe)Z^CLDten 
P-HITEMPI 

UJ 1140 7 ” ATARI Digital Thernonet 

UE 1150 7 f? “ Papule temperatur 

E*' 

KU 1160 REH H^in loop 

UP 1170 tspabbleizi 

ZF IIBB GDSLJB 5000 

FH life P0SITiaH 10,5 

UV 120B PRINT Tt 

rr 1210 POSITIDK Z8,5 

RU 12Ze PRINT IMTITEMPKlO+0.Sl/lH 

QH 1230 GOTO llBB 

OE 5000 REM----- 

> Convert PAROLE value to < 
EP 5010 REM ) tenperature - degrees C.< 


UK SBSe REM > calibration data: < 

AC 5B50 REM > tenperature paddle < 

OV SBbB REM > 13.5 95 < 

UR 5e7e REM >22 ez < 

PD 5049 REn > T is paddle value t 

JI SIBO REM > Temp is tewperature in < 

> deg C ( 


MZ Size TEMPoLOTEMP fCT-LOPAUULEI^FACTOR 
AD 513B RETURN 
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Could YOU write an article? 
Can YOU write good programs? 


Nex t, pul ihe thermistor in a cool place along with a thermometer;, 
ceniigTiidc Or fahrcnhcii, whichever scale you wish your program to 
use. After a few minutes^ when readings have stabilised, note the 
thermometer reading and the paddle value. Give these values To 
variables LO TliMP and LOrADDLH. Move the thermistor and 
thermometer to a warm place and repeat the procedure, giving 
values to HITEMP and HIP A DOLE. The device has a negative 
temperature coefficient so that when ihe temperature rises the resis¬ 
tance and paddle value fall. These four variables are used to calcu¬ 
late the change in resistance per degree, which is stored in the 
variable FACTOR. See lines 1100 to 1130 of listing L The above 
variables arc used in the conversion subroutine shown in listing 1 at 
hne 5000. 

Reading the temperature in your own programs is very easy. You 
simply need to get the value of PADDI.R( 2 ) 5 , and change it to degrees 
centigrade with the conversion subroutine, llie program in Listing 1 
does this and continuously displays both the paddle value and tem¬ 
perature on the screen. Flopefully you can think of a more imagina¬ 
tive application. 

As mentioned earlier any device with a variable resistance may be 
used, and another very simple project is to connect up a light depen¬ 
dant resistor (LDR). This could then be used, for example, to detect 
the breaking ofa beam of light falling on the FDR and then sounding 
an alarm, or to count objects passing in front of it. • 

FORKLIFT from page S8 

KX REM 

KO 399? REM *»» GR. S ROUTINE Wt* 

AN 400e DIM C257I ; RESTORE 4010 : FOR 

TO 257;READ A:AftJ,31=CHR$ (A3 £ NEXT J:A 
ADR=ADRCA$3rRETURN 

FL 4010 DATA 216,104,1104^104,133,203.104, 
104,133,204,169,0,133,205,6«204^30,205 
,6,204,36,205,6,204,38 
MF 4020 DATA 205,165,204,24,101,06,133,20 
6,165,205,101,89,133,207,6,204,38,205, 
6,204,30,205,165,204,24 
UK 4030 DATA 101,206,133,206,165,205,101, 
207,133,207,166,206,24,101,203,133,206 
,141,133,5,165,207,105,0,133 
YX 4040 data 207,141,134,6,104,133,213,10 
4,133,212,104,104,141,129,6,206,129,6, 
104,104,141,131,6 

VI 4050 DATA 169,0,141,132,6,141,130,6,16 
9,0,141,128,6,172,130,6,177,212,16,5,2 
06,128,6,41,127,201,32 
HF 4060 DATA 176,5,24,105,64,16,7,201,96, 
175,3,56,233,32,133,204,169,0,133,205, 
133,208,6,204,38 

ME 4070 DATA 205,6,204,38,205,6,204,38,20 
5,165,205,24,109,244,2,133,205,164,200 
,177,204,77,128,6,172 
tIU 4075 DATA 132,6,145,205 

DC 4080 DATA 230,208,165,208,201,8,240,15 
,165,205,24,105,40,133,206,144,227,230 
,207,208,223 

UB 4090 DATA 144,160,238,132,6,238,130,6, 
205,129,6,48,43,173,132,6,205,131,6,20 
8,22,169,0,141,132,6,24,173,133,5 
80 4100 DATA 105,64,141,133,6,173,134,8,1 
05,1,141,134,6,173,133,6,133,206,173,1 
34,6,133,207,24,144,200,96 □ 





If so^ we would like to hear from you so that 
PAGE 6 can continue to provide the best and 
most interesting programs and articles for 
Atari users everywhere. 

You’ll en)oy writing and whaPs more 

WE’U PAY YOU 

Surely that’s an offer you can’t refuse? If you 
have the ability^ make it pay. 

Program submissions mwjf be on disk (preferably) or 
tape. Wherever possible, articles should be text files on 
disk (ihaPs what word processors are for!) t^ked up with 
bard copy. If you can’t manage chat, get it to us in any 
way you can. 


ATARI 600/800XL/130XE 
DUAL OPERATING SYSTEM 

Vou could have a dual Operating System with the flick of 
a switch. This will allow you to run all known software 
written for the 400 and 800 computers on your XL or X£. 

It consists of a small circuit board which simply plugs 
inside the computer. 

Price £29.95 

IVIwl Qrdflr In. 

G. PAUL 

3 Francis Ward Cloie, Hilltop, West Bromwich^ 

Wesi Midlands S71 2PV 


Goed aieuws voor de NcderlAndse lexers van PAGE 6; 
PAGE 6 en het volledige service pakket b 

NU YERKRIJGBAAR IN NEDERLAND 

Verzefeer u van regelmatige toezending en neem nu 
een abannement 

ABONNEMENT flM,- 

ABONNEMENT - PLUS listings 
Qp diskette _ fl.lSQj- 

Zend betaalkaart / Euroeheque / Betaalcheque 
of door overmaken op Postgiro 4745457 
. „ of Rabobank 35.4?.52,854 

PANATCO KamiUe 3 

2811 RD Reeuwijik N.L. 
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COMPLETE KIT FOR SALE: Atari 
400 48K with full stroke keyboard, 410 
Recorder, 2 Joysticks, 2 Padres, BASIC 
cartridge. Invitation To Progranunlng, 
over a dozen originai games and pro¬ 
grams, Owners Basic Reference Manual, 
Easy Learning Basic Manual, 40 Per¬ 
sonal Computing magazines, 20 C. & 
V.G., 4 ANALOG, 3 ANTIC and the 
first 7 issues of PAGE 6. Plus assorted 
Atari info^ Selling complete. Any reason¬ 
able offers. TeL 07S5 40316 

SWEDISH PEN PAL; As I don^t have 
any Atari owning friends here in Sweden, 
I would like to get in touch with other 
users around the world. (Aven svenskar 
ar vaikomna att skrival). I have an 
800XL, 1050 Disk Drive, 1010 Cassette 
and Seikosha SP-1000AS printer. 1 am 
very pleased with my system and hope 
you are with yours! I look forward to 
hearing from you! Please write to. Chris¬ 
tian Magnusson, Buntmakarvagen76, S- 
141 73 Huddinge, Sweden. 

ANALOG REQUIRED: Issues 37, 
36,37 and 3 S required. Also FOR SALE- 
Mapping The Atari (early edition) £5. 
Phone F.H.Duggins on 0395 27S183 

PEN PALS AND MORE; I would like 
to gel to know some PAGE 6 readers. 
Please write^ Also 1 have for sale a 16k 
circuit board from my 400 plus the old 
400 keyboard (offers please) and De Re 
Atari in brilliant condition for just £13^ 
Cookie Malik, 39, Marlborough Road, 
Southall, Middx, UB2 5LW. Tel. 01 571 
4484 and ask for Cookie. 

410 RECORDER; Gradually refused 
to load, it might be useful for spares or for 
someone with the know how to fix it. £10. 
Write to Nick, 2, Ambleside Road, 
Whitby, Ellcsmcrt Port, South Wirral, 
L65 9DQ 

SANDS OF EGYPT: Can anyone tell 
me where I can obtain this game from! 
Also, how do you access those lined pat¬ 
terns in Micropainter at the top left of the 
screen? Please write to John Norris, 23, 
Weldon Road, Altrincham, Cheshire, 
WA14 4HR 

600XL FOR SALE; Complete with 
64K RAM Pack, Sell for £100. For 
details contact Matthew Dyson. TeL 021 
360 2811 


PEN PALS WANTED; From Ireland 
or all over the world. 1 own an 800XL and 
1 til 0 recorder. Also wanted - first 6 issues 
of PAGE 6. Paul O’Brien, Lougharbour, 
Athy, Co Kildare, Ireland. Tel. 0507 
26224 (evenings). Monday to Friday. 

TARDIS BULLETIN BOARD; 

Running on an Atari 8O0XL with 4 assor¬ 
ted drives and a WS3(KH> Modem. The 
board offers telesht^ing facilities of any 
Atari related products and has a laige 
amount of downloadable public domain 
software. Tardis operates on 0772 27336 
from 18.30 to 09.00 Monday to Saturday 
and all day on Sunday at 300 baud. Give 
us a calL Sysops Jonathan Cunlifre and 
Brian Davies. 

BAUD MAGAZINE; Belfast ATARI 
Users Digest. Send 18p with your name 
and address for issue 1. AUematively, 
send £3.00 with name and address for six 
bi-monthly issues. Send to Frankie 
Smyth, 62, Orchardville Avenue, 
Finaghy, Belfast, BTIO OJH 

VOICE BOX II INFORMATION; 

Can anyone give me the new address of 
Alien Group, retailer of Voice Box II? I 
have changed over to a 130XE and 1050 
and the disk is not compatible even with 
a T ranslator. If anyone knows how to get 
a working disk 1 will swap De Rc Atari! 
A.E.Raper, 22, Barnes Road, Darlington, 
Co. Durham. Tel 0325 52805 

1027 POWER ADAPTER: Never 
used. £6. Contact Conrad Hancock, 17, 
Victor Street, Dairanlas, Mountain Ash, 
Mid Glam. CF45 3LG. Tel. 0443 
474299 

THE PAYOFF: 1 am in desperation. 
Can anyone tell me where to go from the 
costumiers once you have taken the 
money from ihc till? Contact Conrad 
Hancock, 17, Victor Street, Dairanlas, 
Mountain Ash, Mid Glam. CF45 3LG. 
Tel. 0443 474299 

PEN PAL WANTED; In UKor U S A 
with views on swapping hints and pro¬ 
gramming. Contact %^incent Campion, 
LLsdulf, Errill, Portlaoise, Co. Laoise, 
Ireland. 


ZORRQ; How do I complete the gamc^ 
I’ve got every item I can but can’t find 
anyihing underground! Plea.5e help. 
John Norris, 23, Weldon Road, Altrin¬ 
cham, Cheshire, WA14 4HF. 

FROM OREGON, U.S.A.: Atari User 
Group members from Portland Atari 
Club would like to communicate with 
users from UK or other countries. We 
would enjoy exchanging Public Domain 
disks or other information on all phases 
of computing. Lee Bole and Margaret 
Manning, 3515 N.E. 41st A ve., Portland, 
Oregon 97212, U.S.A. 

COMPUTER ANIMATION 

PRIMER: Plastic bound. Mint condi¬ 
tion with disk or cassette of programs. 
£13,50 o.n.o. Matthew. Newhaven 
513671 

822 PRINTER; 822 Thermal printer 
for sale. Best offer secures, Colin Friston, 
35, Lansdownc Road!, West Ewell, 
Epsom, Surrey, KT19 9QJ 

DEVON AREA: Any one out there!! I 
would Like to hear from you. I have an 
a00/130XE with 810/1050 disk drives 
and a printer, 1 enjoy programming and 
chattingin Ken Hall, T.yndhurst', Pros¬ 
pect, Okehampton, Devon, EX20 IJD^ 
Tel. 0837 2565 

4«k RAM WANTED; I need an 
ATARI 400 48k RAM pack. I will trade 
In my existing 16k RAM pack plus some 
origiTial soriwarc. l^urence Rimington, 
28, Femhurst Road, Alum Rock, Bir¬ 
mingham. Tel. 021 328 4980 

PEN PALS WANTED; I would like to 
make contact with ATARI users around 
the world, especially AMERICA. 1 have 
a 800XL and 1050 disk drive. Please 
write to Fred Weilenman, Domela 
Nieuwcnhuissiraat 21 1, 1069 SK 

Amsterdam, Netherlands. 

CONTACT really does work! If you 
need help or want to get tn touch 
send your notice to PAGE 6 on a 
seperate sheet of paper headed 
CONTACT. We will accept any 
notices frani private individuals 
except those offering software or 
copying utilities for sale or 
exchange. There Is no charge- 
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ATiASTf 

UNCLE JACK'S "POWER WITHOUT 
THE PRICE" PHILOSOPHY HAS 
BEEN APPLIED TO SOFTWARE. 


AT lAST! 

A SOFTWARE COMPANY THAT BRINGS THE 
PRODUCTS WE NEED. 


OPERA HOUSE/PAY OFF ... 

.CASS .... 

.. .AT/C64. 

£4.99 

OA! . 

. CASS .... 

.. .AT/C64. 

£2.99 

THE FAMILY GAME . 

. CASS .... 

...AT. 

£2.99 

OPERA HOUSE/QA! . 

. ...DISK. 

...AT/C64 _ 

£6.99 

FONT CONSTRUCTOR . 

. DISK _ 

. ..AT . 

£6.99 

GO FORTH . 

. DISK . 

...AT . 

£24.99 

THE FAMILY GAME/ 

QUESTION CONSTRUCTOR 

. DISK . 

...AT . 

£6.99 


ENTERTAINMENT, EDUCA 
BUSINESS & CREA TIVITY. 

IT'S ALL FROM . 

IT’S WHAT YOUR HARDWARE 
HAS BEEN WAITING FORM! 

DEALERS CALL {021) 328 3585 for A dealer pack 






























presents 



The THIRD GENERATION of Jeff Minter's unique LIGHT SYNTHESISERS 


- MIND/MACHINE SYNERGY - 

COLOURSPACE: allows the user to create dynamic, interactive light displays 
using the Atari's 320 x 20051 2-colour graphics. Do it to music... your ears won't 
believe your eyes... 

COLOURSPACE: mouse control, over 100 keyboard commands, compatible 
with NEOchrome images (for foreground and background displays), 20 presets, 
84 definable lightforms, record mode, load and save of performance data from 
disk. 

COLOURSPACE: raw 68000 power harnessed to create a completely new 
artform... the first true light synthesiser... play light like music... 

COLOURSPACE, Discover why you bought your ST. 


NOW AVAILABLE at £19.95, from retailers of ATARI software or direct from 

LLAMASOFT 49 Mount Pleasant Tadlev Hants 
Tel; 07356 4478 

SEND S.A.E. FOR CATALOGUE & NEWSLETTER 







